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Plus: the best from 
Including Nintendo’s DS, The Legend Of Zelda, 


Halo 2, Metroid Prime 2, Half-Life 2, FFXII, 
DMC3, Doom 3 and Resident Evil 4 
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Microsoft, Sony and Nintendo all hit hard with new software in Los Angeles, 
but PSP and Nintendo DS prove real draws as the new handheld era looms 


Microsoft 





E em " : The Los Angeles Shrine Auditorium (daft) 
ean Rie AAA A AN \ AAA provided ample capacity for the world’s 
I RR ERR — — gaming press (and assorted other industry 
types), all eager to watch Microsoft's next 
move. d Allard spoke only briefly on the 
company's XNA initiative (above), and offered 
a new version of Pseudo Interactive's ‘Crash’ 
demo - this time with two cars colliding head 
on. It was a fine presentation, although the 
technology failed to werk attendees into a 
lather, which presumably was the intention 




















The Americans in attendance seemed to appreciate EA's sporting stars turning up to promote its 
commitment to Xbox Live, although in truth most of the applause was aimed at Muhammad Ali 


ith over 85; 000 visiters theouahcut zs ES hasnt realy been a three-day alla Donald Trump pritenina Abox rmanagemean: 
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Robbie Bach sought to emphasise Xbox 
5 success by comparing its take-up to 
that of AOL, TiVo and HBO subscriptions 


Halo 2's official launch date, November 9, was 
a big enough deal for Peter Moore ta have it 
tattooed on his arm - albeit only in henna 
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Witnessing PSP's video playback quality was 
a definite highlight of Sony's event (even if the 
subject matter wasn't up ta much}, Tales OF 
Eternia showed its gaming credentials (right) 


Sony's pre-E3 presentation wasn't nearly as 
theatrical as its competitions showings. It 

was all about exclusive 'AAA' content on PS2 
iright), PSP specs (below) and online pledges 
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Sony slashes P52, talks online [his will be "a growth 
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PSP shows its iue colours 
Sony had alreacy shown what its 
FisyStation Portable (SP) looked like and, 


a7 the Game Developers Conference in 
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their appeal will be wireless link-up play 
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From far left: Shigeru Miyamoto does his 

best Link impression for the audience, to a 
predictably rapturous reception; Satoru Iwata 
talks of Nintendo's pride at having established 
sa many firsts in gaming, before claiming that 


NDS is the company's proudest achievement 
to date; George Harrison focuses on Buoyant 
sales figures while ignaring a persistent 
heckler, Nintenda new boy Reggie Fris-Aime, 
who opened his address saying: "My name Is 
Reggie and I'm about kicking ass, l'm about 
taking names," tà much general amusement 
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The NDS prototypes didn't seem sleek 
enough to be typical Nintendo designs, 
but functionality wasn't an issue. Note 
the circular shoulder buttons (main) 
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‘Carving Tech Demo’ (centre) was a pleasant diversion, and its submarine sim was a good indicator of how the units two screens can work in harmony Clearly. this vas a retarónce to Son 


gas NDS contribution was fairly miserable, requiring you ta rub the screen back and forth in arder to raise Sonic 's speed - and that was it. Nintendo's 
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Nintendo DS software: the first wave 


In a rare move for the company, at E3 Nintendo showed a bundle of NDS 
demos that may not turn into commercial games, However, the seven titles 


Animal Crossing DS 


Animal Crossing's letter-sending and 
pattern-making mechanics are ideally 
suited to NDS thanks to its touch-sensitive 
screen, although it's not yet clear how 
Nintendo will further push the concept. 
Expect online to figure in there somewhere 


Wario Ware Inc DS 





An obvious highlight was this third Ware 
outing, requiring you to chop items of food 
by slicing with your stylus, drag coins into à 
purse, and reveal a Wario coin as if rubbing 
over paper with a pencil. The latter was 
responsible for many scratched screens 


Mario Kart DS 
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Nintendo gave prominence to Mario Kart 

in its marketing materials, although it was 
suspiciously absent from its stand. Perhaps 
this was in recognition of its failure to fully 
utilise two screens. After all, who looks at 
the map when they're playing Mario Kart? 


Super Mario 64x4 


This was the best demo for appraising NDS's 
3D capabilities, since its environment is 
based directly on Mario 64's opening level. 
There aren't nearly as many polygons in the 
scene, and textures are PS1, not N64, in 
style, but it all moved smoothly enough 


featured here should be finished in time for the machine's late-2004 launch. In 
terms of showing how the dual-screen concept can work, it's a mixed bag... 


Metroid Prime: Hunters 


Hunters was up and running in fourplayer 
wireless link-up mode, and the results 
were... interesting. Jabbing the screen with 
a stylus in order to turn and fire wasn't 
difficult, just unusual. It can't help but turn 
into an inter-office cult, though. Can it? 


PictoChat 
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Children are addicted to text messaging, so 
they will fall in love with PictoChat, which 
allows you to send messages and simple 
doodles between up to 16 users. Nintendo 
suggested that it'll be popular in classrooms, 
although we rather suspect it'll be banned 


New Super Mario Bros 
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NSMB was one of the few NDS games at 
E3 ta use just one of the screens. It wasn't 
playable, presumably for this very reason 


NDS Bomberman and beyond 


Also running on NDS consoles in Nintendo's 
demo rooms were a selection of thirdparty 
efforts from Japan including Bomberman trom 
Hudson and Pac-Pix from Namco. The former 
is a predictable 2D interpretation of the classic 
(albeit preceded by a 'pumping' subgame 
involving rapidly moving the stylus left and right 
on the screen), but Namco's diversion (for you 
can only call it that) sees you drawing your own 
Pac-Man, who then animates and chomps 
away at the ahosts cluttering up the screen 
Other attractions included Pac 'n' Roll (move 
Pac-Man around a Marble Madness-style 
environment by controlling his rolling direction 
on the lower screen), Balloon Trip (guide the 
descending baby Mario by placing litte clouds 
on-screen), a Yu-Gi-Oh! outing from Konami, 
and Egg Monster Heroes from Square-Enix 
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Gizmondo was on show at ES. albeit only In 
prototype torm, minus its 
Due fora summer release, the platform is 
currently left wanting for software support 


camera functionality 
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Sony, meanwhile, ensured that its PS2 exclusives were clearly marked (lett) 


"All of our 


many advances are now 


standards. All of them make us proud. But 
| think we are most proud of Nintendo DS" 
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More games, more hardware 
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To mark E3's tenth anniversary, a retro area 
^as set up in the Kenta Hall, traditianally the 


home of paming cumas Amer cans take ther 
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mont was taking an all comers in 100 
consecutive Unreal Tournament match-ups. 
The prize for beating him? One thousand 


dollars. Only ane challenger managed it 


iearby, firstperson shooter champion Fatality 





T 
The physical aspect of gaming was notable 

*y s. Le ae P Ea £u e kg 5 - P Te e um. 
thanks to Konami's EyeTay-anabled update 


of Dance Dance Revolution, Athens 2004's 
dance mat compatibility (far left), more EyeToy 
action with Sega Superstars (below), and 
EyeToy Anti-Grav, a TrickStyle-esque futuristic 
racer which tracks the movement of your head 
and arms. Unfortunately, calibrating the beast 
proved stupidly difficult, resulting in a most 
uinsatistactory outing for à novel concept 


Infinium prepared for E3 by placing double- 
page advertisements in the event's Show 
Daily publication, challenging attendees to 
finalty see the much-rumoured hardware in 
fully tuncti'ónina Ton of its stand. And it was 


LIB y LITE tg MD 


The system's joypad may look like any other 


PC-compatible controller, but the left/right- 
handed keyboard was surprisingly effective 


PlayStation Portable promises power 


Amid the insane environment of E3, Sony offers a clear window on the 
future of handheld digital entertainment - so long as the batteries last... 








A. ; forecast last rr2ntn. £3 2004 was 
i nazee2 ofaractersed cy what was 


quoted ‘ine cattle c Te handle ds', but 
that was a tad mslesding, since it turned 
Sut that Sony and Mirte^do are attempt ng 
to reach out to iwa differen" audientes, 

— hough the itia response tc 
PSP's appearance at SCEA international 
oret neg was muted by comparison ta 
Nintsnso's unvelna, when attendess 
eventual had a chance to ses notaga 
ru^ning zn Sony's machine at close 
QJarters. the gasps were reserved lor 
-iayStaton Portane, 

Here was an nstant design classic 
some are aready tanking alongside Apple's 
Fad And ten that screen, The fast t^el i 


denks TETT milion colours at 280x272 
i 


+ 


tubo means nating umi you sctualy 
see * running. Al tak ot backliohtinzs. 
"ontigotneg and oper issues has been 
rendered instanily rretevant; As one stunned 
showgoer exclamec: “You can see the 
screen from the other sde of the tucking 
hal." 7 he 18:3 ascect "sto, wi 2 diaconal 
of 4&3 eres, lends the PSF an nalsoutably 
conterr dicia adul feel, and while 3D 
game ‘octace o^ DS :ooked capable 
enough añ PSP approached PS2 quailty. 


PSP: the games 
Every PSP game officially revealed to date 


Firstparty US 

Syohon Fiter: Logan's Shadow 
ATV Offroad Fury 

Twisted Metal: World Tour 

NBA Shoctaut 2005 

NHL Fase Of 2005 

Fighting Sprits isiraet-oasec ceat ‘erm uc; 


Firstparty Europe 

pesut Pure 

World Rally Champiorshio 

Formas Ore C+ 

Made 

This Is Football 2005 

Hard Corns iportable verson of the PS2 online- 
comcabbis tte. Harstwarel 


Firstparty Japan 

Ape Escape 

piankin iss^0 

Everyncoy's Golf 

Gran Turismo 4 Moti 

Ken No Kagl Shi Na Vm [hack 'n’ sash title 
with Final! Fantasy influences) 
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Sony was «eer to ecol the virtues 07 
PSP's movie payback facies, mning 
varizus tales at Te SCEA conterance and 
on its stand at re show. Esch ore met with 
murmurs of ancroval iror oniooke's 

Yet, sensin’y, games were at the very 
forefrant of Sony's thinking, wah other 
capabilties taking a back seat for row, 
Ninety-nine recognised oevelopers 
neluding vinually all ofthe world’s major 
console players. already have PSP gares in 
eareductian, EA x edid its aliegyance to the 
BSPnyanncuncrng that four-ot its most 
acclaimed grands — MBA anc NEL Oreal 
niger Woods PGA Tour and Need Far 
Foged Underground —woukt apasa n 
minialure form. Oher sFowree! hianlights 
included V/imeour Pure, Gran Tinang 
VoD. a new Roge hacer. Ace Escape 
‘Vor hal) Chammonstc anc Dynast, 
JVarors. All booked ainost comparaba 


qraphicaly, io their PS2 counterparts 


LOHN, 


rhe Dig PEE uas ine "e appena ce a] 
E3 of Aveta! Gear cio for imme: di mot 


saw Snake evading or firng at genome 
sciders. its perhaps not the mobile 44G5 o 
Sur arears, Sut t demon^strates ital PSP is 


glreaady aro ing to be s magnet lor gannas 


Thirdparty US 

Death, Jr (cute action p'attormer from 
Backboone Entertainment 

Tony Hawk's Undergrounc 2 
Spider-Man The Movie 2 

NBA Street 

NFL Street 

Tiger Waads PGA Tour 

Need For Speed: Undergrourd 
Frogger 


Thirdparty Europe 


Free Running irim Eidos, basec a^ the rooftop- 


scaling exe se sport 

Mercury (Archer Macleans ingerious new 
Duzzier featuring the enoayrous "el 

Metal Shel idesert-Dased vehicle combati 
Sbc«y Balls ipod) meets Puzzie Bobble courtesy 
of Warthog, trom a John Pickford design! 

Zero Hour ístory-drivan futuristic shooter) 


biggest - ars most profilabte - franchises. 
truch of the PSP lice-2p had a rather 
familiar ae, there were intnaui^g new IPs in 
the form of Zero Hour, an expinsive, urban 
future shooter from Argonaut, and anas- 
yet-untitled FPS fram Konami which 
boasted gorgeous space-based 
environments, Aithougn E3-goers were 
Jnab:e to test PSP's ergoanorric aualites on 
anything mere strenuous than Marrea's 
Tales OF Eterna, the button avout ls logical 


15- to 34-year-olds, so presu ably Sony 
fesls tat ths sdditional weight wil ^ot be 
a probiern for aduk wists. 


Any colour, so long as it's... 
There is mo cover as soon far PSF oul Sar 
cromises a range of pouches anc hosters 
Tre cdlour ofthe machine i$ gted simply & 
clack, but the Es display also had variation: 
rsihite. lemon yellow and silver as well as 
erbossed logos and character's 


Ninety-nine recognised developers, including 
virtually all of the world's major console players, 
already have PS Portable games in production 


acd comfortable, The reveation s tha 


d "ER ee n um m th UR pm me m, 
DOBJ anrsgcdgoe TIJTmDSUCK, Who appears 
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= 
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WIS an enomnous decree of 
momen ana contro! despite teng sel 
amost fius" to the surace of the console 
IS situated a itis low on t^e unit, and tis 
ms 


Sy wel Sul some but not others 


At T7ürmm, the PSP console iS sl ay 


Thirdparty Japan/Korea 

Metal Gear Ac'd (Solid Snake in slightly 
unusual turn-based outing) 

Taes Of Eternia 

Darkstalkers Chronicle 

Puyo Pop Fever 

Dynasty Warriors 

Exploration-Based Horror FPS iKonam's 
working tthe says t al) 

Gagharv (Bandas 2D RPG 

Ys: Year Of The Ark 

New Fidge Racer 


Axe! Impact Interrat:ona! (sleex-looxing Ridge 
Facer clone) 


BBG ipsyohedetc rinin action adventure 
from Seec9 in Korea: 


Crazy Racing Kart Ride iNexon's cel-shaded 


«art racer) 

Super Star Studio [Space Channel 5-style 
dancing game, 

volcanus Online (stylian mecn shooter 
Armored Core Fórmula Front 

Men-Goku: The Tower Of Purgatory 


cow ecthity is a crucial *actó* *o^ any 
portapis eecronic dence Nowadays ans 
PSP incorporates indlust-standerd IEEE 
802 115 Wi-Fi technology. but Sony only 
hinted at how this rrig^t be used, You | be 
sbie to pay aoamst other 2892 owners in ih 
same room, cats or train carriage. un (2 8 
france of spaut SO metres. Sony ain 
otca anncurce which PSP games woul 
support muttplayer, but Gran Tunsmo 4 
viasse and Vipeout Pune will be among 
any :o utilse local wi-fi play, Game tiles 
Sucr as Voicanus Onine tell thar own story 
Sony [s acopting an attitude similar to it 
approach to PS2 online operation by 
acing the onus on developers, although it 
May have leamed torr its experience if this 
field where it has allowed Micrasof to 
occucy tne coson of developers Fend. 
The possisiitas ae -a^tal'sing. situates In a 
wi-fi notspot. you'll conceivably be able to 
hook up with ot-e* players globally 
persistent PSF words ier become a 
raky and ? GPS is factored nto the 
suelo an extension o! the hoe R2; 
coroept 6 rot unfeasible, your acta 
geocraphice location becorrinc par of the 
game experience. The idea of cueacking 
a “slow PSP owner as they enter your rang 
ans chalengng them Iz osal your soos on 
tony Heus Uinderorcund s a neat one 
Sony lualied comecture by din ta a 
number af prototype jd péricherais at E 
al cornected via USS A keypad and stylus 
seges: POA ‘urstonalty. is beng 
consicered, while a numer aac “eatures 
snone and text svmibais: The ack of 
^on-garne sofware on show suggests that 
Sory worl t be pitching the PSP as an 
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N-Gage-stye game'phane nybro, Dut text 
and cat functions are a tad SAM ona 
wi-fi, and a zamera encouraged tak c 


i : Beas 
PMG io. Sr c wie: ESSAIE, 


Lack of stamina? 

The on aspects to ternper 238 
atrmascheére of PSP Sxciterment was talk of 
banery life and. zrice. and tnese sre factors 


- —, = - -— m [I 01 -— k=, iga 
taat have served to see of Gane boys 


competitors |n t^e gast Or the batter 
esue, Sony would only officially say that t^e 


"o^argease ithum-ion power source 
Wit Ould Bes 
davices, According 
the ES star 


for gaming. three hours for audio; and just 


ee eto other similar 
itt an SCEA staffer at 


“G, that translates as ten nours 


two heures far movies. To some seent the 





Dan P r—R LET A` 


a ther came requires. Eit 
^ eut of dze os cre 
ary hasa oiim 

d bys batey cach, about 
siness card and eem trick, 


tnat can be straoped to vous wrist. No one 


could corzirm ow many hours of playtime 
this will.adad, however, 


sony I$ 6ven ess *athooming avout 
gricing, but the cues are in the 184 
demographic, consistently called the Pon 
generation Launching tne PSP at less trian 
inthinkacle. and £250 may be 
kK, UMD orices 
t2 fal n ine with that of curent cámes and 
movies dewerac or DVDs. 

Both Nintendo and Sory 


European launches far their machines 


Serer ierra arme gBxpeciex 





"nave oromised 


each will egot in Japan before Christmas: 


and industry sseculeiors claim trat beth 
companies have sarrarked tne same date 
for tha Uk release of their neve 


Tha formats’ relative positienng 


m 


= March 18- 
latiora: 
will clearly be instrumental to their success. 
NDS heralds nterestina gameplay 
innovations, whereas PSP may simply 
represent the aggregation and refinement of 
axisting technologies. However, i's TI 
suddenly ik partacie gaming s viable 
propositio^ to thase wn^o ve previously 
ajsmissed Iit (irj mush the sarne VEINS rriliorns 
haa n3 real interest in traqamanal hama 
gaming unti the cit a arrvecd, that 
its imao'tance will be felt, vill its ditm egg- 


handling PAPARE ne such a big deal? Weil 


^s a gaming device, 





Memory STICK nuo 





This inset shows the comfortable proximity of 
PSP's digital and analogue directional pads. 


mpetus wil ge on developers to [mit the 





mai ea peep, y poser ral mE e EE pl 
betore the end of thea zur! 


;55 financial year 


staggenng ootential. 


Q&A: Phil Harrison, executive vice president of development, Sony Computer Entertainment Europe 


How excited are you about PSP 
compared to other projects you've 
worked on at Sony? 

fm ineredipy excites. It's an entirely new 
format we're iaunching nere. It is not just 
a Guestion of taking an existing format 
and making it a bit faster ar adcing 
better graphics ar what nave you. It's à 
whole new way of playing. fwe get rt 
right, | think PSP has got a chance to be 
mare significant than aur Tv-fased 
formats - PlayStation? 2,.. or 3 


What's the feedback been like so far? 
Very strana. | m really pleased about the 
Way ‘he hareware aesiar. ans mretatype 
pictures we reieasec afew manths cack 
have migrated into tre tiral product with 
full functionaity. It's à really beautiful 
design, and it’s got everybody's 
attention, The feature that nas got 
everybody daing backlips down the 

"igor is the quality óf the screen, Until 
VOU see you sea itm context. working 
it's hard to describe. 


Why is it such a leap from the portable 
screens we've seen before? 

Well, | think iteommuricates the 
statement of intent inherent in the 
plattorm, Sony wanted to build 
something for a 21st-century audience 
that used leading-edge technolagies. 
Other poracle Fardware formats Fave 
terdec to raid existing parts bins, using 
technologies that are prevalent at the 
time. Our Screen i5 new, custom-made 
techno ogy. In order zo make a great 
statement wit" tne p atform, we needed 


«1C 


ta achieve a holy trinity of strong GPU 
power, long battery [ife and great screen 
quality. It's taken a while ta get there, but 


| Think the results s 


You already have 99 developers on 
board, How aggressively have you 
courted software support? 


Internally. In terms of thé European 


in-heuse srudios, We ve beer ven 
aggressive, Externally, its fair to say tha 
the companies we re working with are 


radaubling thar efforts on PSP now that 


ES. We ve got very broad industry 
support and is probably a faster uptake 
than we saw with P851 and PS2, 


Is there a target for the number of 
titles you want to have on the shelves 
at launch, ar within a year of launch? 
No. we've never really looked at it that 
way. So long as we demanstrate tne 
technical advantages of the format with 
a number of wnat we'd call plat 
defining ttles, then that's great — we 
don't really caunt $in ekk numbers. 





Mast of the titles on show at E3 were 
existing PS2 franchises, and although 
it was impressive to see games that 
looked very similar ta their PS2 
counterparts, there wasn't much af a 
suggestion of new game ideas being 
brought to the format... 

| think thats understandable, and auite 
natura! a* this point in the format’s life 
Bear in mind that t^e emulator nas not 
been around for very cong and first of all 


G 


u're going to see games whose 
deveopment methodology 5 already 
understood, or gamas for which the 
graphical assets arè already availabie. 
Having: sald that. the ES video dic show 


Sore new and unriaue:procucts, 


What are you anticipating in terms 
of new game genres or new ways to 
play games on PSP? 

There are a couple of things. One is 
the fundamental difference betwe 
based gaming and portabie gaming, 
ying at home, you tend 
to seta aside tin eine vance, Whereas 

th portable gaming it's mare 
opoaortunity Oven — you re about io get 
on à bus and you ve got 20 minutes ta 
o e need to encourage 
alopers ta invent game ideas that 
complement this mindset. Secondly, 
the network play and data-sharing 
*unictianality inherent within the format 
open Lip all kinds of new possibilities. At 
first you're talking about multiplayer 
gaming against people vou know, sat in 
the same room as you. But the 
proliferation of wi-fi hotspots in cafés, 
airports and the ike means that 
technically you could be playing your 
PSP online against anyone in the world 
and that's a big deal. Alternatively vou 
have the cancept o* a physizal area - 
such as 4 café - where a networked 
game is taking place in vitua space. 
People can come and go at any time but 
the game continues, or you could kees 
paying tne game offline. We'd ike to be 
abla ta cater tor that kind of experiance, 


Is there anything specific being 
planned with the first wave of 
Sony-developed titles? 

We re going to be designing addit.ona 
levels for Vipeaut Pure that can be 
dowvwnioaged via wht. Hopetulhy a new 
track every month after release 


What's the proposed payment model 
for downloadable cantent like this? 
In this case it willbe absorbed by the 


cost of the game. 


How will this content be stored, given 
PSP's lack of an internal, writeable 
hard drive, and the fact that UMD is 
currently a ROM-only format? 

On Memory Stick Duo Pra. You can aet 
Wermory Sticks which store anything ug 
:o 12 of memary, But we'll be 
designing these Wipeout Pure tracks so 
you can stare several on a S2Mb stick. 


What about the idea of challenging 
strangers who enter the range of 
your PSP? 

Like biuajacking? Definitely — there are 
some particular games where you eouid 
drive that forward. where your device 
lets vou see other people who could 
play. These are things that will help take 
the PSP bevonc aure qamng. At some 
pair? we'd like to see people texting 
each other via their PSPs instead of ther 
ananes F they nappen to be ip a wi-fi 
hotspot, or to send video mal: to gagh 
other, or tà use voiceover IF 


But at the moment you're not risking 


as well as the concealed Memory Stick slot 





trying ta compete with the mobile 
phone market. 

No, and that’s quite simple. Although 
PSP is a global format and the hardware 
desan will be the same even/vwnere ir 


the world, there is nz global format for 
mobile chones. Until mosie prone 
technology gets to that point. we 
deliberately did not adopt the moore 
phones standard into the FSP 


What's the function of the IR part? 

It's perfect “or lower-bandwidtn 
commurications. such as oetween PSPs 
ar between PSP and another device. 


Obviously, you made a big deal at E3 
about the movie support you have far 
PSP. What has been the reaction from 









IEEE 802.11b (Wi-Fi) 
USB 2.0 

UMD drive 

IrDA 


Sprung shoulder button 


various film studios about formatting 

their movies for UMD? 

working hard to alow 
Toves ana music to t 

eas inis en UMD, 


ie vè Deer 
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$0 the initial reaction is supportive? 


vas The 5c ja n 


ane Ove ngusTrTem 
Pa fit oO succes) Pec mE [Lx n 
Weel) Ds O SCEO] DECAUSS es 3 


geal oppocun 


Do you think people will want to 

watch entire movies on a PSP? 
think the quality of the screen should 

nappy to watch 


mean that pecple wil 5e 


a whole liim on PSP 

Do you expect people who already 
own a film on DVD to buy it again 
on UMD 


Depends haw musk they lave the fim, | 
Suess! ! tink there wil s à Strang renta 


thera is wrth DVL 


—_ es 


too. just Fke 


Are movies the main driver for you in 
terms of video content for PSP, or are 
you thinking about less wieldy 
segments of film, such as TV 
programmes, news, and so on? 


think you Souki easy imagine a 
scenario in tre atre when you re ata 
vii hotspot selecting ine Two hours of 
"im corten ial veu want t atc 


Ahen your planes 
your Memory Stick 

- which mignt Sea couple of episodes of 
Lite Briten, the Nine O'Clock News and 
toe Bia 


^atever content 


"| «ant ia &tere nrn 


omoperg Financial Repor- 
rz auracth ys 


Do you think the speed of download is 
going to be an issue? On current wi-fi 
connection speeds, how quickly do 
you envisage that someone could 
download video content? 

It depends on the compression. 


the speed of wntina to Memory 


Bed also 


Stick. s 
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Psa ittie hat to predict Bul is ne 
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At the moment, downloading à movie, 
even with a decent broadband 
connection, obviously takes a while, 
Can the compression you're planning 
to use really slash that time? 


r nad there are adyvantaoses to ravying 
res. a nere are advantages zo having 
"om $ mom, — fa n 

on a smaller Screen = fewer pixels 


amie. Ang *or certain 
types of content | beleve the 
Will trage picture cuality 


aownibeaBd Speed 


"5 demas Tot exc 
consumer 


far higher 


On the music side of things, how are 
you going to be able to compete with 
people's existing methods of 
consumption of digital music, such as 
iPods and other MP3 nip 

Wel, t 
functionality on PSP. One ist 
ere-recorded music o^ LI 
ner i& dow 
Sica, anc 


download t 


AL; 


ang tee 


nioading music =o * 


Why doesn't the platform support the 
MP3 format? 


its [ne most w'aespread masc 
zompression format. but it's rot the bes 
ard ms important that we olay to Ine 


Ex eria ce ATRAC 
Better Quacty with 


can affer mucr 


a much higher 


compgpnession fate. 


You're talking about going into an area 
where people own existing devices 
and have existing systems for getting 
hold of music. Are you expecting PSP 
to compete against that, or is the 
audio functionality really just an extra 
to it being a games machine? 

(ance vou Get used ta the tea Of msc 
in digital form on your PC 


a nard drive. vou 


d ry about the format Csm. The 
PSP is designed to be agnostic as 

and to be as Droadly 

industry formats as 


as you might have 


compatbie with 
But 
Quessed, gares are really tne 
the short term 
canabse nudi ) 1 fi uneti cena ity 6 


‘sous for 
PSP has anbeliev«aoly 
ui thats 
something tt has tc 


emuscinmiusir, 


cet (hai haads rounc, not just us 
Goesn | matter well We evangeise 


it, they 


nove 
6 believe it as well, Tha 
5 ariig now, 


need 
process 
Will there be region coding on UMD 
games and movies? 

rately | can't talk about 
hie | understand that PSP has been 


pin 


shes vet 


designed as a multreaeon device, nut 
locks can be enferced within 
the sofware or hardware where 


nacessary. ITS uniikely that the movie 


the: reglàr 


rdusiry will alow for t^e existence of 
^ulblregaon movie Libs, Sul gar 


caucd end 
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One of the big question marks 
hanging over the machine - as with 
any handheld device - is battery life. 
Are you confident that PSP can 
function without requiring regular 

charges, especially given the battery- 
intensive nature of streaming from 

disc-based media? 


g that the battery life af PSP 
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Screenshots from PSP code (from letti: 
Hard Corps, World Rally Championship, 
This Is Football, Wipeout Pure, MediEvil, 
Metal Gear Ac'd, Formula One '04 


Start 
Select 
sound 
Display 


Volume 
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to menu) 


Analogue stick 


UMD 
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That's not somathning of 


Do you Know how much extra life will 
be provided by the battery pack that 
was on display? 


No 


|^ ar 


sensible to shaw 


very Del 
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Are there likely to be alternative 
colours for the European release? 
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cBugnt up with gemaand, 

You're not revealing anything yet so 
far about unit cost, but do you have 
any parameters in mind? 


ic, i's 100 early to specu ate about 
proe -= E hi^ we'll a^nrounse that at the 
Toayo Game Show 

How about software cost? 

| expect that our frstparty producta will 
"etail for a similar prce to that of PS? 


games nihi now 
What do you think about Nintendo's 
DS? Was the touchscreen function a 
surprise to you? 

It's a aurnrise in that Nintardo 8 
knew 


ahaw é 

better its a short-term banet 

So you're not viewing the DS as 

competition for PSP? 

ifs a very d'/ferent product, armed ata 
ery diflerert audience, 


Some believe that Nintendo is risking 
cannibalising its existing GBA 
audience. What do you think? 


h i " ran dis È, ás er 
| chink that you's have to as« Nintendc 


thal cuestor anc try to undarstand 
why "nave made such 


a «nen-j&rk reaction 


they Apear t 


You think Nintendo's DS is a knee-jerk 
reaction to PSP? 
"Ced of 7 
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Gaming goes on the run 


Mixing online players with street runners, Blast Theory's 
Uncle Roy All Around You is extending the scope of games 





Online players move through a 3D map of the game area using an avatar. They can provide 
help, and hindrance, to street players via SMS - and also have a mission of their own 
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Equipped with a PDA, street players have to find their way to Uncle Roy's hidden office 
with clues provided by the mysterious Roy, as well as help from the online players 
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EIGF award nominees revealed 


Voting opens via SMS and internet for the Edge People's 
Choice award at the upcoming Edinburgh Games Festival 
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For more information on EIGFO4, and to register for game 
screenings and Go Play Games, visit http://www.eigf.co.uk/ 
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Dare to be Digital has announced the six 
contenders for this year's prize, which 
rewards Scottish students for innovative and 
commercially viable garne designs. 

The teams behind the shortlisted garnes 
- Just Add Water, a team-based puzzler, 
Fieve, a minigame-based party game; City 
Scrawiaz, a 2D graffi game; Nano Agent, an 
FPS; Pixie Dust, an escort-mission-style 
platformer and Blue Moon Rising, a coop 
survival horror game = will have ten paid 
weeks to work on their ideas. The winners will 
be awarded £4,000, and be given support to 
help develop the prototype into a commercial 
reality. Take a look at www.daretobedigital 
.com to see how last year's winner Demon 
Lore (above) is doing. 


Jason Hall, senior vice president at Warner 
Brothers, has revealed the company intends 
ta fine licensee publishers if games made 
from its IP fail to receive an average critical 
rating of above 70 per cent, as calculated on 
sites such as GameRankings. Talking to The 
Hollywood Reporter, he said it was a move to 
prevent infenor products. 

There have been furious responses from 
the industry, notably from Atari chairman and 
CEO Bruno Bonell. “We sold four million 
copies [of Enter the Matrix]. That's $250million 
worldwide," he declared. "Warner Brothers 
would penalise us because we didn't achieve 
TO per cent? Are they joking?” The irony is it's 
likely Warner's intention is to prevent the kind 
of hype-over-substance embarrassment that 
characterised Enter The Matrix's release, 
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"A brutal encounter with Dr No costs the 
player an eye, but Goldfinger's technicians 
replace it with a gold-hued, synthetic eye, 
earning the player the name GoldenEye" 


EA explains (he britus tetera s peninc dts Goseences secs qal 








"This is a once-in-a-lifetime opportunity for 
retro gaming fans to purchase a piece of 
gaming history. | have no idea what is on 
these discs, or even if they work after 20 
years in storage, so it's a bit of 
but a good way to raise some 

charity nonetheless 
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== The Confusion 


And soto the reat 8° 5 cages ot Neal Stephensons 77th cantury 





sWasrbuck ing, bodice-rinoing hstorcal science facton, Taking 
i where tne opener Guic«siver ett off, The Cantus a^ follows 
^ie increasinaly complex travails of Jack Snaftoe, ina af t^e 
PENGEN and tha Saucy D*oto-aconomist Size: Jacks wound 
up. Icy car move Tl TTENSIBER the eood news Is his French 
pow seems To nave been cured by a case of some local fever 
Not that ether complant nor his. deformed packes Is likely 10 
slow him down. A mere cou of hundred pages later. Pes 
reundec.up a crack team of gades, inguists, planners and 
vanes stoenca Trench zreasure shin send "otlooted c to Cara, 
Lfe hae necome mora canned tor Eliza, however Despite beng 
cantured on the way to England by tne Bon ACH T8 now 
ernobled Countess dels Zeur manages t2 Keep busy; beading 
acks brotner as wel as infatusdng the 


gashi ngs sea gantan who now cartro's her laege fonune. 





the Kings censor and . 


Ite captivatinz s tuit: or Course, buttheres asc MUEr more 

going on esed the surface glass, The Confusions aim is ta 

Jnéaver che shitie accurrea when rr oney pacang divorcec 
from harc oommoadites such as goig and silver Without Scain's 
access tà Eth Árnenca's natural resaurces, England suffered 
from) ^uae problems win ts money supply. Twas no 
coincide^ze, & least i^ Stephenson s eyes, at lsaac Newton? 
endeaz up heaz af tee bondon lk fist itself the location far the fina 

part of the tale, due in October, 


=.” Hackers’ Tales 


-reedorr lighters: cominals, destroyers ot capitaiism, scientists of 
ihe oye word — can? we learn smthina new trorm the mysierous 
Jniderworld isici of hackers? But whetever tired label is used as a 
descnption, tha crasse with this subculture is the obscuration 
treat surrounds t ienornea the fact por need io te a hacer to 
Understand how tre clever tacks of the trade viork, aubl c cebate 
on ines Jbjec- Sext Te abr "Mel T Hos strunma Dy exiremas &ccorcding ts 
oaersanal prefere^ce. hackers are either the final menace lo 
western ctvilisstion or the ultimate postmodern seekers of truth. 
Ang Is against such stereotypes that the somewNat 
credisposng Hackers’ “sles comes gaod A rather nigaledy 
Sollecuon ce verbabrintendevs with) zü-ocdcd snoenmmaous 
hackers, il peels back some of the co vusion, allowing tne 
general reader to get a better cea ci wnat dnves the individual 
hackers enthusiasm, And thers aré cetan some strange 
cases. There's the social et "ai Ber who slveavs cames a ciawns 
nose as a crap ^ar ice breaking or sersuad ng the aol ce hes 
harrrless. Anatcer, t^e 2nly Constar tacker or the scene, claims 
hes ta«en a Ilo: of the philoszcny di &cking ntà his reigious 
axperence, Inzeresdnuly. a iot of re cider ^ackers do have 
strong ethical deoates acout whet TRY should ana should rat 
do itr their power yblcaly, tere are also a^ inordinate sumer 
er younger kids wnc are less cirumisnect Sut the ona thing that 
SBE mS Ink herralls s passion to see MER things werk. And 
iurc ne&azineas and issues ot teca tty aside trere are plenty of 
worse vices in die to fal foul of 
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Site: Arcade Flyer Archive 
URL: www.arcadeflyers.com 


a. Website of the month 


The Arcade Flyer Archive is a huge repository of 
flyers for arcade games, one-sneet promotional 
pieces used to pitch the machines to would-be 
buyers. Each flyer is scanned at high resolution 
then thumbnailed, and the website's clean, simple 
interface makes it a nostalgic pleasure to browse 


through classics and obscure titles alike, On a mare 


intellectual historical note, the industry is nearly 
three decades old and it's absolutely absorbing to 
see how the marketeers' illustrative style nas 
evolved alongside the technology it promotes. 
Interestingly, since the site covers flyers from 
across the glabe, it's possible to compare 

game art across continents, too. 








This Japanese advert for Katamari Damacy (8/10, 
E136) is set in an office building, with a salaryman 
waiting, apparently, for a job interview. Little does 
the employer know, however, that its prospective 
worker has curious adhesive qualities... 


After a glimpse of the PS2 logo, a woman enters and 
asks the seated man to accompany her to the office 


Rather than simply walking , Mr Yoshida decides to 
roll his way there stuck to a sofa, and then another 


The secretary waits calmly as Yoshida demonstrates 
his new upholstered method for picking up lacies 


A male voice says: "Make it roll, and it gets bigger!” 
followed by “Katamari Damacy" and "PlayStation" 
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of us now. RedEye,” they collectively monotona, 
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papework, "“voinus.” and they advance, ana 
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doors, across ths glass fielas that lead rowhers, 
rowers, but he is coasea by stretchy glass 
bubbies that val newtabh cate" him and 
imensa^ him far eves anc ever, 

Prso^e"? Referenang super-ceek so-fi tris 
early in a column? You're probably wondening 
how Redeye tan get away with dang that wre 


st| maintai^ina his inisousiant cool, 1^ fact 
you re probably thinking: he can't. You re wror 
it helps, hes ony copying the reference trom 
The Simpsons. Yeah, thats il. PedEye |kes coo! 
new oragqrammes. like, uh, | Want A Famous 
Face. and Pino My Ride, And Newlyweds, 
asica Simpson sures hat 

Ch god. Now hes trying too hard. Ne 
sercus y Had-yes cool. Me is soc down with 


Joc. Please lat rin ae zown. 


Lice anything else, cool is lative. As 
Fe dEya v Antes, a press sate emyes from 
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which promises ‘attitude. gangsta rac. Ding lots 
of; and ganas driving arauns in their cars 
sheoticg at — wel, everyone and everything , 
“ow gangsta are the pezole Irvalyved? Did trey 
do research trips t2 Compron? Gat tips from 
Suge Knigrt? Just now gangsta Is t^e person 
Whe wrote te slease? Tora v gangsta, RedEye 
hoses. althouch perhaps they re as gangsta as 
Macalree, the. ceocp'e who designed Gangsta 
Vas, arp-cf of Doce Nes reieasec "or mobie 
chores, ts web Sage announces: Ox Jiag 
(here's a i-ga a price on your head, gluo" 
RedEye. cringing, goes back to beng cool, 
Seletiva speaking, oF course, 

So: Elactronmc Arts: Iris an Inaustry Truta 


that EA has undergone something cf a 
renassa^ce. Trat franchises lke SSX are LOTO 
recresent a "ew EA that sees rot just to 


recackage oic ideas but to bong Quality Garing 
pite ances to t^e market. to mnovale arc 
ar'tecan across al demograchecs, Like al 


Tum. this one Is bull! on secrets. The gigeest 
secret here ss that EA -$ perhaps no Setter or 
worse than ts always been, 

Trougn gloomy nostalaics will ote EAs 
entire softoaraphy as FIFA ‘SX througn “G5, they 
forget there were plenty of highlights; Syncicate 
Desert Sinko, Command and Conquer, NAL 
‘95, Each was devalued by a succession of 
sequels. but that’s tne EA way. Is a compas 
cult on making every last dolar out oF success 


= 


minimal cost for maximal orofit 


"Owevgr much thas chats sugoest 7, don't like 


REDEYE 


A sideways look at the videogame industry 


to buy he same game over and over again, Its 
also bad for gaming's image, as ron-garners wil 
think all gares are tha same if those they see 
are Quill from the sarne engine, on the same 
anncipies, to the same end. 

Too many people in the games industry 


Can't fina thar? Trey don't exist, Even now 
Eectronic Ars is failing tc take advantage, || 4 
may have sucesstuhy staliad the userbaso wh 
add-on 2ac«s. but people wl not buy those 
forever. Woss, there is nc gua^aentee the 
pucisher val os she " persuade tham to 
uograde to The Sims 2 ary more than trans*er 
tc that spectacuiar failure The Sims Orne 

And now it bnngs on Tne Uz, 

The Unez looks baa. So bad, In tact. RedEye 
awore t was an Apnl fool, some sort of inter^ard 
"urnaur. But 5o, there tis on EAs website: a 
conceni so embarrassing it manages to 
apon its cwn o^aà^d name, anana which 
sco'es ar almost acprecedented 4.6 on the 
STtupI2-c-meter. 

The Z ai ine end s^ould ave you 8 Cua: is 
an din a-astmeet version af The Sms 

its 


Needless io say, not so street, It's armee 





c^ares crattirg to Jay-Z, its 2 Tory MP dressec 
as Ali G, its your dac elg you he likes hig-hoo 
and that it ^as a good ceat. Its the sex ed 
ig&sons vou had as a kia, when the teacher 
came "aund the ront of the des« and half-sat ar 
it to show that eveything was coal, It's not coal, 


It's Prince Charles chatting to Jay-Z, it's a Tory MP dressed as Ali G, 
it's your dad telling you he likes hip-hop and that it has a good beat 


ret ,se to Think in the long temm = tts all aoout 
short-term gesi. It was that cread teat «Ted 
the Bond came. EA took al the goodwil 
generated by Go/genEyo. anc shel z away ina 
handful of soulless Bond games. Now the brand 
is al but meaningless again it's making 
GoldenEye; Hogue Agent, RedEye isn't sure if 
you Saw Ihe pitch, but hes not going to reaeal 
t. It's toa com cal, me cd never be able to 
ORON Woe the desceraion or clursinéss. 

gce cie The Sims as an example of EAS 
market-savyy Socroach, but insiders «now that 
teat snt tre case at all, that =A gol ucky, tad 
acsoutey ro idea what it ^ad unl after vv 1 

Hrant ^ad cused nis snowball a itie way 

down t^e ^il. Don't believe RedEye? Look at 
those huge cover previews in market-eacina 9C 
games mags tnat oredata the gares idibeu 


but it wants tobe because “hats where the 
mangy & 
ie Senne countina on T^e Kids baj 


fooied, gat never, ever underestimate the 
irzeligence cf Tee «ds, They are smacer thar 
you er and ons day thay will rale tha wore 


The only kids who will.own The Linz will be the 
ones who ge beater) up al scnool, he anes 
whe hae nao orcblems swith The Sms Ir the frat 
clase, Some say tre peas, positon nthe 
market is impreqnacia. cut carmacs Ine re- 
"egvauancn of EA should ion ^ie"6 

is the *rn maze up of masterminds? 
Susnsss geni? Geeks wo got lc«y 7 No. Is 
ike ils bea ifl ~sasQuarters: al glass, no Soul 
RedEye is a veteran videogame journalist, His 
views da not necessanly coincide with Edge s 
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ccascnally | like to gc. on safari, vell 
slatheres woh mosquzo cream and toting 
a ville. thecuar the pecular unda fatis 
academic wring about videogames. Part; this is 
to ensure | aon t d'sapoea* ary further ug my own 
arse than night already be magned sy certain 
Edge agers. party out of curiosity, and partiy for 
the strange mx cf fasc nation and nereauity that 
was^aes over me wren | read à ot of this stun, 
Sere, tor examole..az gamestucdies.org. isa 
paper by Laurie Taylor called Wire Searrs Fal 
Apart Video Game Soseo And T^e Fiewer in 
which t^e authors combative open ng garbit 's zo 
accuse me. alone wit^ iwe zther aut^ors, in alone 
of patron siig distaste. of naively assuring “the 
absolute authority c a ratiora scientific orae” 
Faing quite to remember where- sad ts, | 
Nonsireess do not wish to dsssciaze Tryse'f from 
Sum ac assurptlo^. | co hick ratio^a' sciences 





‘he mos: authortatve moce of aisccu'se abg 


tha werla. assuming that by authoritative we mean 
*hirgs like predictably accurate, provaby useful, 
the kind of authority that ensures my kettle bolis 
when | want some coffee, that sort af thing, 

Tre toune- that everywhere n tosay's 
academic world, except (for obvious reasons; 
Inside soience departments, to say such a thing 
Mars O78 Out as a feckless reactionary 
thowbass, as sormreg^e mprisoned in an 
rrperialis: and oocab'y onalocentric 
Enlightanment moge of thinking, zenanty 
some2^ne wrod has not read enough Lyotard, 
Baudrnilard, Denias and so on. Now, | have read 
and aomired nen o these aches, but it pays to 
4£60 Ones scant cal ral on when iney veer ro 
te reas of scarce, as coc. Ireniea by the book 
^telectual 'mmpasrures weich seems -o rre about 
hargan given (hata least rail ine tire the 
writers .jnce* slat are wor< ng explc ty in Toe 
realm af evocative metapnor, tne use'uiness of 
which the hard-heades sciertilic shos simpy 
don t appear ts onze'sran di. 

Let us cel bac Ic Laure Taylor who s 
researching "interface issues and survival herror 
geres' iqood iuzk! for her PRD Vat does she 
propose we embrace 1 clase ol her despises 
‘ratonal scientific oder 7 Wry, an brationa one. at 


Course: the «ey to her sorcepicn of viaeogare 
space vil be ‘the corcects cf Lacanan 
psychoanalysis. Lets remember that Jacauss 
Lacan gamen who processes, i^ al pamacus 
senousness, that , or the square root cf -1, is 
equivalent to Ine genis, Got Ihat? Te rest of tre 
pacer talks about tha mire sage, ‘narcissistic 
projection’ ana the gaze’, anc ls lad by these 
borrowed concepts to end ua saying tnis; 

‘Taking in my cwn actions oces net allow ma 
to pass :hrougn the screen, but ony to aot on the 
screen because the screen acts as a divider unsi | 
can find a way Into tra came space - a way vweich 
an activa Image provides “or ard which an icon in 
a contro: pane aoes nct. Essertially, rom & 
position alore tne slayer cannot enter mio the 
gerne space as part of that game space because 
of the cack of contest which embodiment. n 
thircigersor point-cl-vew games, provides. 


Steven Poqdie 


This aacears to mean that firstperscn games 
are lass Immersive than thirdperson games. Now 
(Ais rritse* s an iPtrquing position, because many 
at us; susgect wi! instantly cisagree with t. Do 
we no: feel more there, more in the game space, 
when we clay Halo as opposed to Brute Force’? 


& also toc offen tre case tral academic came 
fasearc e's Sc not spend a lot of me play nd 
games. I seeris werd for Teror to complain that, 
wher one is altac«ed by monkeys in System 
Snock 2, ‘one cannot sea or fight tne monkeys 
without manually charcine «ew zo loó« dewnh 

as thouch ths were a conscerabe effan, 

But ine most compelling evidence ‘or the 
arossc.tion is that her main exhibit is Thea X- Pues 
Game from 1998, l^ which sne cercaleos re 
cherished rupture n the firstoerson garre-soace 
Wren your character Ias«s n the mirer], Wher 
she says: ‘This is how most nrsiperson pol^:-of- 
vie gares ope dte, by allowing tie player fo 
functio oo the space. but not wif^in t^e space’, 
she is actualy inking of goin: h click adventures 
such as The X-Files Game or Myst, and tonaly 
imagining- n an art zie published in 2003 - that 
Iris ^ear'y-sxzinct shis actually constitutes ‘mos 


TRIGGER HAPPY 





*rstcerson cames. C* course, jn à pant n' cicke’, 
the player functions ‘on’ tre space, put to extenc 
this argument to ‘sa FPSs ike System Shock 2 
and Cai! Of Duty is patertly absurd, and this 
blurde* torcecioes he" entia argument, | da ne 
mean to imply that : think all azagemic research 


Jacques Locum m 3 sn «mo m Wo m" all Cpu Hence 


that i or the sauare mot of -1. 05 auv 


Perhaps. Or the other sand, permacs we feel a 
crester sense cf onysical itentfcation when we 
we commanding a thirdoersar character such as 
In Panice Of Persa. |: seems tà me that Taylor is 
cohung two contents: those of spsta 
Frirmersion and character identification. As | 
argued in my very frst Edge column, character 
Mdanthicepon only realy wos in thindperson 
gares. yOu cannot ‘become’ a character you 
rarsiy actually see, but the frstoerson viewport 
podes a greater sense of beng there. as carnet 
be doubted if yo. water the p^ys.cal head 
duckinas ang lesnings of an FPS player. Harem hes 
thé ur*tonrtunate nature of much acanemoe wring 
about videogames: fasnicnable concepts are 
raned in toa smplistic argument. and ters to 
cerver it towards & conciusion that lacks creciibiity 
ccording to the ordinary experience of garners, It 


buu do thw petris. Gol at? 


ntoxcecgarres is wortiass It is doubtlass & 
worthy Tis pec: to conduct psycnologca 
nvestigaie:s irte the mecharisrm o payecian 
and rmmersia- in ire videogame soace jaxcept 
that for Taon ‘cognitive-psychological’ “esearch 
wouid tal arse the rubec of her deacsd ‘rationa 
scent^c oer}. here are doubiless humedas 
oe sutc-*exds m whc^ the accroach of ar 
academic can yield concectual rewards, but we 
"S80 owor academics wno seek to armour 
t^emsel«es in ire oo owed aut-orty ¢ 
oostmodem ;argo^, and more - for positive 
examples, look up the wor o! Jasper Juul or Kurt 
Squire -who ars passionate ntelligert gamers 


Steven Poole is the author of "Trigger Happy: 
The Inner Life af Videogames’ (Fourth Estate), 
Email: steven_poole@mac.com 


komia wnads Down over Jagan knew that Wag was a cancerous destnaton 12. go arcurmac- or otet but ic the soa they Jove eacr 
"ciiin 8 days. Ar rst 7 I2o«ed very aden tc. Why cid they oo im the first place? Do tha, other very much, ro matter what: It looks juste 
to the games industry, but as things realise how much money has been spent ir Tris, Sowever aaa utsge ol the coupe may 

deve oped ir ry coun |. start to fear for tne get mg them sàác« sore? What kind of comments not understand the relationship, and havea 


mecdum- or l2na-term consequences. sre these” Tio: families ol these three paaagle dern view of t^e situation 


uifeed numerous anorymaus calis, Te situasicn Jt fre damage ^as already been done. and 


u 


Firs: things first. You may alreacy «nove, but 
Jagan is invelved in caq, part of the coalition was gäng out of cantal, sometning worrying nas been tnggsres The cor? 


TL 


PL, 


G2cupying t^e ceuntry under JS command. And The wars: was about to come, with the crime is tnat | fear guidelines are beng set i^ our society, 
lately evenybocy s focused on ine thres Japanese minister. Jurichiro Kazumi, geting involved in the and mat vigeocames could well be one ot the very 
Wo have beer-abductes near Fariuja, The ‘debate’ "woulo like them khe people whe have Next targets. | fear that sore kind of videagarne 
reason Is simcle, The caopis who abcucted these beer rescued] ta think about thelr persona basning: moverrent is around the comer 
thee oeople warnt to force the Japanese responsibility nal of tnis," ^e said, The head ol You «now de incidents implicating 
government inte withdrawing Hs troeps fram rág: state was ficially taking a position against these vaGeogarres — someone comnts a crimes ena 
^ Jacan we nave. an amy, but it is not like tnree reasec hostages, and this fuelled the gives videogames as an excuse. or eve^ claims 

many chers: * is designed just lor defensive bashing novenent against tren even more! The they are he mah reason tehing their actions 

pu'posas, i158 are jst to gerend our country arme minister was Geary tellirg the pubie mat Game cantent s becomieg mare mature. and it's 


Japan. This is tre very first tine it has cone cut of ^ese three people were out c* ther mnd. Te targeting oer users. In the case of comes 


ar podes for an ageration which is rict under be honest. | became cuite worriad acaut the suonosedly Inspired Sy a visaogame, doas the 
the LIN mandate, Arva emmen used — nS ts esiniity wan cP atthe game, or s 
& LM marais, a yey, Gur » emma Bis, ari LOUuESE SI Eu BS ESPINER kay fu wre masas g gore, Os 


Toshihiro Nagoshi 





avery Means oossible to have its twee citizens cant unaerstand these things beng said tc it the resaonsiaility of the user? Tris diera is 
jae, When the deadine set by the '"ebels them. | mear, it's a journalist and an NGO warker Still very rea, snc remains unsolved 

passed the government mantanes it would mor and they clearly knew how dangerous ag was tis di?ficuit to put the blame ar to one s de 
witharaw ite troops, sa thé tension ir Jaman rose when they dec ded to go there, The war was rather than tnà other and | think both shoud share 
as paonle were expecting a deadly enc to tne clearly not aver, Thay knew, and they went to inarrore a way Gamers Know it 


onsis, But, thank God. they nave since beer spontaneously. At this level, they were areacy fully not reality displayed inside tne gams, Take 8 





e 
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released, unharmed, and They have been 
rapatnetes to Japan safely, Something worrying has been triggered. | fear guidelines are being set 
But this s where things got worse in our society, and that videogames could be one of the next targets 
AS you rray expec*, hese tres ‘ormar 
OSAJ Gave Ie Bys when They arrives In anvare of ther zerso^a: respo^siallity ir puting normal aser: ^e goes tothe s op; buys a game, 
Japan. Thal sommets were quite positive ever treir lives i^ danger So why do people need to ana plays t. The process s clean He buys s pece 
after such traumatic experience: “That can't make bast them so much? There s no rneanrig in this, of enterament 16 enja in a short mornent of ts 


terale lhag“ woud ike togo taga" "lm and Wwe shou have welcome trem back watty. senda lite, Why shoes he site TA cantent mn 


deiantec that | rave beer *reed. gul | don’t The gcverrimant has na nart in telling peone Sace of nis reality? | mean. why shouls he 

trick Iracis are to oe blarred for what heapcened where ey can or can T go, what they Car or 'eproduce ilr real 1187 Keeping in mind the fact 
These Ihres peogs are a iourcalst. a peace savi eee, etc. | mean, trey are indecencent - Pate Dane s & gama, ard na thing at out tis 
activist and a rrember of an NGO iron- the gcvemrment has no contcal over nem, Wel ca $ the personal esponsiity of users. Haina 


“ire vial organsaton) lookng at human not yet, at east... sad frat. the gare maser ^as its own" persona 


t fa 
t 


Lr 


nants. so ther comments were nol that surpesina They are Japaness otizecs acd shouls be esponsibility n the conten it delivers to user 
However ths tragares a ‘basing movement ortected oy Their Country no mater when trey; Tras 1a ee ire Oorcer between gares anc 
agains! them: the goverimmert avd a sar cf the are in daget Ths is what the government stands realty clear. | Geeve (hat the personal 
cuzric Were displeased abcul nese comments for, no? The timng of these comments was usi resconsibiity is ^ot necessarly located on anly 
Dort forget that in Japan we ae not very used napp'aariaze after we wart rough- such arama one side. IF works on al Sides, 
le [ese stuatons, durnng ther cactivity, Everybody was relever: te — 

"What the hel are they TIninking Why would see thar released safely and they just tel us tral Toshihiro Nagoshi is genera! manager of Sega's 
Ingy go back to thaz country atte" vat Trey want ta qo back, Creative Center division. His games include the 
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rapsened?" people sald "Are ney nuts? They anai it i&lke a couple. They have some super Monkey Ball series and Daytona USA 
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Page 30, press hold, and reveal. 'Digitiser’s founder speaks out 
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Admitted, theres à certam purpose to the 


3 yet to play one There was a time when the people making games weren't trying to be 
Scorcese, or George Lucas. They were 'merely' trying to make games 
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at suffocating 2 sting of beautitu Mr Biffo is a semi-retired videogame journalist, 
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GameCube/GBA 
Metroid Prime 2: Echoes 
Zelda: The Minish Cap 
Mano Vs Donkey Kona 
StarFox 

Mario Tennis 

Mario Pinball 

Geist 

Advance Wars: Under Fire 
Boktai 2 

Resident Evil 4 

Donkey Konga 

DK: King Of Swing 

Q&A: Eiji Aonuma on 
The Legend Of Zelda 
Odama 

Metal Slug Advance 
Amazing Island 

Mario Story 2 

DK: Jungle Beat 


Xbox 

Halo 2 

Chronicles Of Riddick 
Iron Phoenix 

Conker: Live & Reloaded 
GunGriffon 

DOA: Ultimate 

Kameo 

SpikeOut: Battle Street 
Forza Motorsport 
MechAssault 2: Lone Wolf 
O&A; J Allard on Xbox 
Arcade and beyond Xbox 
Jade Empire 

Fable 

Unreal Championship 2 
Operation Flashpoint 2 


PlayStation2 

Metal Gear Solid 3 

Chulip 

Gran Turismo 4 

Devil May Gry 3 

Neo Contra 

Gradius V 

Final Fantasy XII 

Blood Will Tell 

Nano Breaker 

Killzone 

Capcom Fighting Jam 
Champions: Return To Arms 
GTA: San Andreas 

Midnight Club 3: Dub Edition 
God Of War 

Silent Hill 4: The Room 

Jak 3 

Ratchet & Clank 3: UYA 
Monster Hunter 

Death By Degrees 

Shadow Of Rome 

Shin Megami Tensei Nocturne 


= 
i 


aiong with an nterview ^ 
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Sly 2: Band Of Thieves "t 

Enthusia ; 

Rise Of The Kasai i ‘N 

The Getaway: Black Monday 

EyeToy: Anti-Grav 

Samurai Legend Musashi "d 

Multiformat 

Half-Life 2 E 

snowblind 

SIALKER: SOC sal 

Doom 3 * 

Crash "n' Burn 

Juiced Y 

GoldenEye: Rogue Agent A 

LOTR: The Third Age = 

Headhunter Redemption e 

Destroy All Humans! 

NARC da 


Star Wars: 

Republic Commando 
TimeSplitters: Future Perfect 
Battlefield: Modern Combat 
Pariah 

Second Sight 

Call Of Duty: Finest Hour 
Mercenaries 

Citizen Zero 

Burnout 3 

Area 51 

Brothers In Arms 
ShellShock: Nam '67 
WWII Combat Elite 
StarCraft: Ghost 

Prince Of Persia 2 
Psi-Ops 

100 Bullets 

X-Men Legends 

Star Wars: Battlefront 
The Punisher 

Dead Rush 


PC 

The Sims Z 

Cold War 

Home: Total War 

Battleheld 2 

Warhammer Online 

Tribes Vengeance 

FEAR 

Freedom Force Vs Third Reich 
Sid Meier's Pirates! 

Dreamfall 

Splinter Cell 3 

The Movies 

Tabula Rasa 

Dragon Age 

The Witcher 

Call Of Duty: United Offensive 
World Of Warcraft 

Vampire The Masquerade: 
Bloodlines 





"efl: Mn The Legend Of Zelda: 


Metroid Prime 2: Echoes cee The Minish Cap 


eval LIT Retro Studios 


Format: Game Boy Advance 
ies Manbenco 
Desgoper Fagehip 


This would be 2D Zelda by the numbers 
were it not for the talking hat that can 
shrink Link to microscopic size. With 
shades of Tiny Huge Island, Link can ride 
on leaves and catapult off mushrooms to 
explore minuscule dungeons. A collect 
‘em up side quest will take advantage of 
the GBA wireless adapter. Flagship is a 
subsidiary of Capcom (partly funded by 
Nintendo) which made the Oracle Of 


Seasons and Ages games. 





The Minish Cap pulls some impressive 
visual tricks, scaling Link up and down 
and rotating backdrops as he negotiates 
revolving puzzles and inventive traps 


Mario Vs 
Donkey Kong 


Former. Game Boy Advance 
Publisher Mintendo 
Developar: Inehouse 





Visually, Echoes is rather a shock compared to the 
muted beauty of the first game. The lurid colaurs 
combine with the greater detail of tha models and 
environments to create a wonderful nightmare 
Mario goes back to his ladder-climbing 
and barrel-dodging roots as the premise 
that first captivated a globetul of gamers 
gets a full update 
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sinister race tnat ve on the shady side ofa weapon a limited suppty or ammo as easily as a singleplayer foe, the morph glement that you might expect and a 


planet split into light and dark worlds by The lock-on control system remains ball is the key to makina this mode work, fresh, colourful look. Released almost 
some cosmic cataclysm. unchanged, and the graphics have taken a Using the ball's boost function, a fleeing hot on the heels of E3 in the US, 


expect a full review in E139. 


The dark Ing are engaged in a sti udaue significant turn for the better, with increased player can break free from an enemy lock, 
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In the carefully engineered E3 demo, we Sc 
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HITYING into huge insectard shadows. the hacker visor — the multiplayer equivalent 
Stepped into the heart of the dark world, You'll racognise their inspiration if you've of the scan visor in the main gama. Escape 
oreezing past Space Pirates on the way to a seen No-Face's demonic transformation in cannons blast players to other parts of the 


showdown with Samus own dark half. New Spirited Away, but it remains a uniquely level, and the overall experience was 





ight and dark beam weapons showcased impressive videogame effect unexpectedly well rounded in the one- 
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die in the dark place, so selecting the Jp to four can play on a single machine including an additional weapon and an in what is ostensibly a revival of the 
original Game Boy Donkey Kong update 


correct loos Is of Tar more importance than (theres no LAN mode) with the goal being a all-new visor, when the game is 


in the onginal Metroid Prime. To force simple deathmatch points tally or a released in November. 


otarFox 


fter the bitter taste of StarFax 
A Adventures: Dinosaur Planet comes 
the delight of an all-new StarFox. Ranking 
high an the list of E3's finest, the first proper 
GameCube outing of the SNES and N64 


classic was a pleasure to play. Concepiually, 


it may not have been particulary novel, but 
it was one of the most solid and enjoyable 
expenences available. 

Two singleplayer levels were available; 
one pitched Fox McCloud and his Arwing 
into the melee of a space war, while the 
other mixed thirdperson action with 
control of the Landmaster tank. And it 
was the latter which really impressed. 


Most notable was the on-foot control, one 
of tha weakest elements in Dinosaur Planet 
Relying on the FPS standard of ieft 
analogue to move and right analoque to 
aim, additional control is provided by 
strafing using the left shoulder button. It 
takes a little bit of getting used to, and the 
aulo-aiming remains twitchy, but the 
arcadey nature of the game means this is 
less of an issue than it might otherwise ba. 
Good level design matched the weapon 
upgrades with more powertul foes, so it was 
with some trepidation thal the Landmaster 
arrived in conjunction with some crab-iike 
missile-firing monster buas. Control was 


Deep space has rarely looked this good - at least not on 
GameCube. In gameplay terms, though, it's the action 
set on planet surfaces that more immediately impresses 


Mario Tennis 





Formagt: Gamecube 
Publisher: Nintendo 
Duevelaaer: Camelot 


Camelot, which produced such excellence with 
N64 Mano Tennis, has been working on this 
since time - or at least GamCube — began. 
Worryingly, what was on show at E3 seemed 
gimmicky, as courts became infested with stars 
ghosts and Mario Sunshine-style gloop, or 
offered advanced power-ups. Hopefully, these 
will be confined to alternate play modes, rather 
than dominating the main game. 


key here too, with the strafing modified to a 
spinning left or right roll. This acted as a 
defensive manoeuvre but also served to 
crush smaller opponents. The Landmaster 
was also able to hover for a period of time, 
opening up new areas of the level, 

It was almost s promising in the space 
mission. Typical of previous StarFox games 
the Anwing controls remain much the same, 
with a defensive spin roll available plus 
vanous trick manoeuvres, a lock-on firing 
mode and plenty of smart bombs. 
Interspersed within the wave of incoming 
anemies ships were much larger bonus 
craft — all of which were thrown at the player 





Formal: GameCube 
Publisher Nintendo 


Developer; Namco 


through the sort of on-rails experience tor 
which the senes is renowned. 

Also available were vanous multiplayer 
modes. Most interesting was the fourplayer 
deathmatch, which pits on-foot players 1 
against those in Arwings and Landmasters 
Crafty tuning means each has its own 
advantages, with on-foot participants able 
to fire at their more powertul enemies from 
hiding places. Another mode allows coop 
missions to be played either splitscreen or 
with one player riding shotgun on the 
wing of the Arwing or perched on the side 
of the Landmaster. It all adds up toa 
highly effective package 





Format; Game Boy Advance 
Publisher. Nintendo 
Developer: in-house 


With its naturally portrait presentation, pinball's 
natural handheld home could well become the 
DS. Until then, Mario Pinball may win the day. 
Squidged into individual screens, each ‘table’ is 
more like a standalone puzzle than an intricate 
machine. The ball, equally squidged, is Mario 
himself, moulded into a sphere. It's a wise choice 
= overlaying pinball tactics with Mario's stompy 
gameplay rather than cheap cosmetic branding. 
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Having possessed an engineer's computer, your 
view switches to a behind-the-screen mode 
(above). It's a novel concept, although it may 
prove a little restrictive as the game pans out 


C. ompared to its lackiustre showing last corporation as a firstperson perspective 
year, n-Space's possession thriller has is the power to 


certainly come a long way, with both 


spectre, your sole ability 


graphical muscle and the game's puzzk 
eiernents now more apparent. Starting In rierestng ciphers, but are important as 
the role of John Raimi, a federal agent who 


is mysteriously disiocatea from his body 58 susceptible to possession. 
during an investigation of the Volks 

Corporation, your mission is to somehow 
via its food, and transferring to human 


Let loose in the corridors of the sentnes and engineers to pass through 


ar arid 


reconnect body and spirit. 


Advance Wars: Under Fire eire Nr 


ga 2S Kufu 


No wonder Guildford developer Kuju has been so 
chipper recently. Given the task of bringing 
Advance Wars on to GameCube and into 3D. it 
has certainly met the standards graphically. A 
cute art style backed by a responsive camera 
provides a great foundation but, even considering 
the lass-than-ideal setting of E3, care will have to 
De taken to guide players through the tricky task 
of ensuring their squads are kept m synch. 





possess objects, animals and humans, Of 
z Ihe tros, ODIjects ara the easiest and leas! 


ving creatures have to be scared in order to 


Typical interactions during the opening 
levels include gaining control of a guard dog 


ocked doors. More lateral tricks involve 
moving around the base to activate power 
sources and machinery to open previously 
inaccessible areas. And, of course, there's 

also the opportunity to cause confused 
frefights between groups of security 
personnel, jumping between bodies in a 
similar way to Shiny's Messiah, the game 
st is most comparapie 
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Yet there remain plenty of warning signs. 


Most worrying is the linear nature of the E3 


Format: GameCuba 
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levels, which limited the object used to 
scare and gain possession of any characte 
to a choice of one, For the dog, the only 
option was dog food, and engineers only 
seemed susceptible to their PCs. Geist's 
strict adherence to levers broken up with 
cut-scenes would also seem to constrict 


the possibilities of being a spirit in a huge 
underground base. n a positive note, the 
fourplayer humans-vs-ghosts mode 
provides a neat conceptual spin 


Formit Game Boy Advance 
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Sneakily using the audience for Snake Eater to 
talk up his solar-powered sequel, Hideo Kojima 
proceeded to explain that you didn't necessanty 
need sun to play at all, Which rather defeats the 
object. Than he checked the translation, While 
you don't need sun to use weapons directly 
(Scottish gamérs rejoice), you will have to soak 
up some sun to power up the weapons at tne 
solarsmith's shop. Sweetness and light, then. 


Resident Evil 4 => Donkey Konga 


Format: GameCube 
Publishes: Mintendo 


Ww" ile it has been clear for some time door with a variety of rusty garden tools, the hiding place becomes a towering interno. Serene: KDE UNE 
ow that Resident Evil 4 was to be murderous villagers cannot be stopped. The This action-packed Resident Evil 
3 i Faleata 
more than a mere sequel, the game's only option is to look for an opening and reimagining also includes heavy weaponry Konga has lost nothing in the localisation 
apart from its J-pop, which has been 


ws LA 


showing at E3 demonstrated its potentia make a break tor it, at which pont tne such as machine guns and cannon turrets, 
replaced with a more western-friendly 


to a wider audience gentleman depicted on issue 1 45s cover pius sufficiently numerous enemies to - ; 
ue i ; selection (of cover versions). The 
est stations at both Nintendo's and Agent decapitales our nero usinga ensure ihe Moreass m n»mrepower doesnt i 
American version is graced with the 
Capcom's stands drew crowds of nervous chainsaw, Griy the Diood-arencned screen come at the expense or the tenson that likes of "Louie Louie’, 'Rock Lobster 
onlookers who gasped, winced, and in one reading "rou Are Dead' serves to remind us tans demand trom an Evi game. Expect to and, er, “You Can't Hurry Love’; Europe 
case took a backwards tumble over a that the Dreathiess terror we ve just see an end to the old item-juggiing meanwhile, gets the likes of ‘99 Red 


miscnievously placed camera tnpod, as experienced is a part of the traditionally conundrums too —the E3 version had no Balloons’, "Wild Thing’, "Richard Il and 
player after player was gruesomery pedestnan Hesten Evil senes. shortage of inventory siots, and larger Items the exotica-meets-nastalgia overload of 
dispatched oj the brief but almost Opting for a more stealthy entrance to such as the shotgun took up no more The Theme from Zelda (Latin Version)’. 
unbearably taut single-area demo. the village seems to work well. We climb an space than a sprig of lie-givaing green herb. 
It begins with a quiet stroll through observation tower and enjoy a lingering look The game's Ico-style segments, in 
sparsely populated woodland, and ends at the game s sumptuousty detailed which a vulnerable second character is 
with the player barricaded in a cottage in graphics via the built-in Z-button binoculars, introduced, weren't playable at the show, 


some east European village of the damned, umtii an eagie-ayed farmer raises the alarm. Dut their appearance on video offered a 
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Smashing through windows, climbing some consolation, until one of the villagers around its murky nails, Hesident Evi 4 
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onto the roof or hacking through the front fetches something flammabie and our can finally exercise its brains 





Displayed back-to-back with Jungle 
Beat, this was another of Nintendo's 
most bangingly popular showings 


DK: King Of Swing 


Format GameBoy Advance 
Publisher Nintendo 


Developer: Pann Corm. 


With a subtle nod toward Nintendo's 
classic Clu Clu Land, DK: King of Swing 
eschews the vine as means of canopy 
travel, instead utilising precariously 
placed hovering discs. Using only the L 
and R buttons (both at once to jump, 
alone to grasp and pivot with DK's 
respective hands), the game is a 
masterful mix of action and puzzle, with 
beautifully animated hand-drawn sprites 
(right down to DK's dangling necktie). 





Breaking down doors? Setting mantraps? Coming at 
you with chainsaws? No, these aren't zombies at all. 
They're something that's far more disturbing.. 





With a wonderful sense of inertia as you 
switch from disc to disc, King of Swing 
has a rare tactility for a GBA game 
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Q&A: Eiji Aon 


ome called t "came of the snow | (even this Link an adult, and we want to see a 
though it wasn't playable), ana one Very coo! Link, so the combat works well 
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realised what he was seeing on the bi B But in Zeda games we always think about 


screen, Zo/da has that effect on people. We other elements, and there may be some 


ci is [E iL 


g th producer Eiji Aonuma t unm. Comical parts to iL. WS possiDie inal 


What was the thinking behind using an The video also focused on horseriding. 
adult Link this time? Will this be a big part of the game? 
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tried to.exprass him Don as a child and as always wanted to GO that: he wanted to do 
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expressed him as a child again. But this S| Iggested Ising this gement in the new 
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focus on (hal. We want to challenge that Does Mr Miyamoto ever have ideas 
to which you have to say "no"? 

What was your reaction to those who Laughs! Of course, | have a lot of 

disliked Wind Waker's cel shading? communication with Mr Miyamoto and 


The toon-shading graphics are very sometimes | can't tell if he is kiddii i, But 


particular and | expected some likes and sometimes he mentions things so many 


“We want to see a very cool Link, so the 
combat works well with that image — how he 
throws his sword and puts it away looks cool" 


dislikes, Of course, it appeals to some people times that | think maybe he really wants 
ind others may not like it. But it was perfect lo it 
jarmeptay was easy to control — so that Games are obviously taking longer to 
why we chose that style, But for people develop nowadays. What are your 
who actually played the game, | think they thoughts on that? 
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was given on Vind Vaker, but its not really attention to details. it's good and bad. 
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Can you explain why we're seeing a new and we have to fix it and it takes a long 


Zelda game at E3, and not a new Mario? lime. We always think about speeding up 
It seems that Zelda has more importance the process; now can we make it more 


than Mario for Nintendo right now. efficient? With the new Zeida we're utilis 
IL alc sj feel that both {rar Ir sos ane very tha vving WARE i ng ne so we Saved som 


important for Nintendo, and | hope that the time there. Ve re always thinking about 
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Zelda series. For Mano, Mr Miyamoto is In the video we saw Link pushing blocks 
going to be more involved in the future and and other familiar elements. What new 
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we may be able to see more of Mario latet gameplay will you be introducing? 


The video we saw at the press course. But you see with the K, paya 


conference showed lots of combat. Is may already know that they'll be able tà 
the Zelda series becoming more violent? push it, but they may get a different result 
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The Legend Of Zelda 


W here Ocanna explored time travel 


and Vind Waker centred on making 


use of sea breezes as a means of transport, 


m 
something similarly innovative, although 
Nintendo will not yet be drawn on exactly 
what that might be — hence the game's 


lack of a giveaway subtitie right now 


is new Link adventure wil certainly offer 
e 


TIENI 


The best-looking Zelda game to date? Without a doubt. 
This flame-lit dungeon seems a little over-familiar, though 


What is clear is that this miont be the 
most action-onented Zeida to date: early 
scenes show a Link on horseback engaging 
in combat and attempting to evade the 
attentions of hog-nding adversaries training 
bows and arrows in his direction. Leisurely 
trats atop Epona around open countryside 
may soon be a thing of the past. 


On-foot combat seems to follow 3D 
Zelda's established format (the action even 
freezes tor a microsecond when you land a 
critical hit, just as it did in Wind Waker), and 
Nintendo has also shown a traditionally 
styled fiery boss battle sequence. 

One totally new feature indicated by the 
behind-closed-doors presentation at E3 is a 





Format: GameCube 
Publisher: Mintendo 


Developer: In-house 


group of beagies working alongside Link. 
It's not clear what these hunting dogs will be 
used to gather, but their inclusion could 
open up some interesting subgames. 

As for dungeons, this hardly looks like 
entirely new temtory, although Nintendo 
could be holding back the surprises 
for the game's next showing. 





Metal Slug 
Advance 


For years, those without a NGPC have 
been wistfully jealous of those who could 
slug It out on the move. Now it comes to 
GBA, and SNK Playmore seems to have 
been lavishing a preposterous level of 
care on its Nintendo debut. The graphical 
brilliance is as strong as you would 
expect — vibrant, detailed and inherently 
hilarious = and card collecting sub- 
missions complement the running and 
gunning and gunning some more. 





The usual zoo of vehicles is available, 
each cuter and deadlier than the last 


Amazing Island 


Format. GameCube 
Publisher Sega 
Developer Ancient 


Licensing Takeo Igarashi's Teddy sketch 
modelling system (as used in Magical 
Pengel Amazing Island has you drawing 
shapes using the stick and watching as 
they morph into living 3D creatures. 
Rather than being restricted to turn- 
based paper-rock-scissors battles, the 
newly created monsters test their mettle 
in an array of minigames from races to 
hoop throwing. GBA connectivity will let 
you take your beasts on the road 





Which Accessory do you want? 


Odama 


m or what is fundamentally a pinball game, 
Odama's accompanying plaques, 
samurai armour and sword courtesy of 
a ‘Kyoto secret art museum’ displayed 
alongside the game at E3, wove an entirely 
unexpected backstory. 
The game, the introduction solemnly 
intoned, began life as a military simulation 
to test the strategic properties of the 
Nin-Ten-Do, or ‘Way Of The Ninten'. The 
Nin-Ten-Do is an ancient ideology preceding 
the bushido that, unlike bushido's pitting of 
one swordsman against another, saw epic 
battles involving armies of tens of 
thousands of soldiers. Mystenously, it 
remains entirely unrecorded in history. What 
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bound these countless narneless soldiers 
together to die for causes for which they'd 
soon be forgotten? Relinquishing personal 
interest and throwing their fate Into the 
hands of the gods. or Nin-Ten-Do -= "The 
Way Of Leaving Fate To Heaven’, 

Right, so, back to the pinball, The demo 
consisted of a melee between Nin-Ten-Do 
disciple Yamanouchi Kagetora and his 
roops, battle-worn and weaponiess save 


for the Odama (a giant ball believed to once 


belong to a Chinese dragon), and Kendare, 
Kagetora's arch-nemesis, with his own 
heavily fortified army. The object is to aid 
your troops, who advance autonomously up 
the playfield as you flatten enemy soldiers 
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Fonnat: GameCube 
Punliaher Nintendo 


Developer. Vivarium 


land, careful, sometimes your own as well) 
and demolish enermy structures (such as 
archer towers) with the Odama, Also at you 
disposal, by holding X as you launch the 
Odama with the flippers, is a specipl attack 
that captures and converts any enemy 
soldiers it touches, replenishing the troop 
reserves ready to fight at your command 
Wholly weird and endiessly fascinating - 
which is perhaps not surprising given tnat 
the game is being developed by Seaman 
creator Yoot Saito - Odarna was one of the 
lawest-profile games of the show, sitting 
patiently against tha far back wall of 
Nintendo's booth, like. a puzzie 
beggina to be solved. 


Like Shogun: Total War with the added threat 
of an accusatory TILT, Odama's genre-bending 
craziness would be appealing enough even if 
it didn't take itself very seriously indeed 
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Winning minigames lets you unlock more 
body types with which to adorn your pet 


CD 


Format GameCube 


Paper Mario 2 elne anis 


Developor: In-house 
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whole levels by wandering about, boinging 
the end-ot-level flag out into the screen with 
an absent-minded fick or your tail i 

It was this more than anything else that 
was fuelling the Paper Mario 2 buzz around 
the Nintendo booths. The core of the game 
is absolutely in keeping with Mano RPG 
traditions of exploring, puzzling and 
stomping on your opponents’ heads. The 
koopa theatres which form the setting for 
| = i battles proved to be far more than a neat 
i pi, aer melt. VAN 2 » = ptt visual joke. To power up you'll need to 
Cer eg OER H ee LT / 5 sd appea Ercan S cg eese ^ a MR 
E C ppeal to tne crowd by giving them cute 
litte waves: fail to please them, and they'll 
pelt you with garbage and boos (the 
shouting kind, not the ghost kind) 

The paper motif has been greatly 
elaborated: Mario can't just fold himself into 





One of the advantages of being 
paper thin ts that hundreds of 
enemies can crowd the corridors, 
requiring Mario to let fly with his 


a plane, he'll also be able to side through 
hammer and killer bounce 


cracks in a way his normal girth would 
completely preclude. It also governs the 
entire aesthetic of the game, where dragons 


are folded out of sheets of card and 
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Format: GameCube 


Donkey Kong: Jungle Beat ore n 


Developer. In-house (EAD Tokyo) 


llencing detractors eager to pounce on 

Nintendo's seeming penchant for 
unsupportable oddball peripherals, and 
pleasing just about everyone who (literally) 
laid ther hands on it, DA; Jungle Beat was 
the surprise hit from Nintendo's arsenal. 

EAD Tokyo had a decidedly challenging 
task before it — take a heavily customised 
music-game controller, as seen in Donkey 


Konga, and create an action gama. In 





esponse, the group seamlessly assembled 
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a string cf gameplay scenarios and 
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tasks ranging from forming mushroom 
petas ano IO MpDONG ROOTS UO Unquestionably the surprise 
game of the show for some, 
Jungle Beat is the first game to 

give true physical expression to 
Donkey Kong's jovial clumsiness 





Standard attacks and ground pounds. 

The coup de grace was a boxing match 
with a red-eyed adversary that recalled a 
certain Nintendo cassie. Clapping at just 
the nght moment to dodge an attack, and 
countenng by beating funously on the 
drums — sending forth a flurry of jabs 
— proved highly satisfying. 


Halo 2 


& believe we've done it,” says the 
Wesen Bungie representative 
within the secret, womb-like structure deep 
inside Microsoft's grand E3 booth where 
Halo 2 is being demonstrated to select 
individuals. “We believe we've captured the 
LAN-party experience, but on the internet 
with people all over the world." 

But internet play is not on today's 
agenda, Instead we're System Linked, 
with two teams, red and blue, Eiites and 
‘Spartans. “Elites are just as badass as 
Spartans,” reckons the man from Bungie, 
“although they look a bit cooler, | think.” 

He manoeuvres the game camera to give 
us a good look. "You can see their custom 


emblems - the Spartans can customise 
their armour with custom emblems and 
custom colours.” 

We're in Zanzibar, 20 clicks north of 
Mombasa. It's not an enormous level, nor is 
it especially extravagant when it comes to 
aetail. But it's what vou do within its 
confines that matters, and we spend an 
entertaining half an hour soaking up what 
isn't so much a Halo revolution as ‘just’ a 
significant overhaul of one of the world's 
best multiplayer experiences. 

The. camera pans around some more 
and we're shown a secret area that can be 
unlocked by careful use of the architectura. 
In it sits an energy sword, the most powerful 


Format: Xbox. 
Publisher: Microsoft 


Developer: Bungie 


weapon in the game — using it while making 
a diving attack is enough to kill mast 
enemies with ona hit, we're assured, 

More immediately effective are the 
ghosts, whose boost capability, effected by 
a squeeze of the left trigger, essentially turns 
them into missiles. Lining up adversaries 
and running tham down in this manner 
proves a remarkably effective — and 
supremely satisfying — strategy. 

Gun emplacements provide cover 
opportunities in this game of Capture The 
Flag, while dual-wielding weapons turns you 
into a death-dealing machine. Our time is 
up, and we're left with one feeling: 


we want tc play Halo 2 some more, == 


Chronicles Of 
Riddick 


Format: PG, Xbox 
Publisher. Vivendi Universal Tipon 
Developer: Starbreeze 


The sequel to B-movie Pitch Black will 
soon be released, but Chronicles Of 
“Riddick plays the prequel game, plaging 
Riddick back in tap-security Butcher Bay 
incarceration. The goal is to escape by 
any means necessary. Much has been 
made of Riddick's see-in-the-dark eyes, 
which feature extensively in terms of 
gameplay, although it's still unclear how 
the whole thing hangs together. There's 
no denying its super-swish look, though. 





This was one of the biggest draws on 
Microsoft's stand, chiefly because few 
had previously paid it any attention 


Iron Phoenix 


Format; Mbox 
Publisher: Sammy 


Developer: Intersenv 


Sammy's 16-player martial arts 
deathmatch is in safe hands: Taiwanese 
developer InterServ will no doubt be 
using the experience (and netcode) 
gained from its 2003 PC online brawler, 
Meteor Blade. A Mortal Kombat-style 
‘overdesigned edginess has been applied 
liberally, and stricken characters fount 
geysers of blood, but the underlying 
gameplay possesses a wire-fu austerity 
that could make it a cult hit on Live. 





Bungie claims that the energy sword is the 
most powerful weapon in the game, although 
heat-seeking rockets also do some serious 
damage. One of the most amusing elements 
of the multiplayer game is being able to push 
enemies from their ghosts and turn the tables 





Attacks are determined by your current 
weapon, not character, which generates 
a lively and unpredictable playing field 





Conker Live & Reloaded 


If nothing else, Conker's visuals go some 
way to single-handedly redressing the 
colour imbalance in the otherwise 
predominantly dour deathmatch scene 


hat to make of Hare's continuing 

W affection for Conker? It's hardly the 
highest-protite IP in gaming history, but, 
together with new boss Microsoft, the 
developer remains determined to offer 
gamers another opportunity to enjoy the 
Nintendo 64 game Bad Fur Day given a 
once-over with Xbox spit and polish. That's 
the Heloaded bit of the title, at least. 

Unsurpnsinalty, the singiepiayer game 


wasn t on show at ES, but the team-based 


GunGriffon 





Live aspect was. And compared to the 
version of the game snown at last year's 
show, It's certainly come on a long way In 
terms of graphics and gameplay, [he 
thirdperson camera is now better placed, 
while the art style with respect to the 
animation and character and weapon 


design is great. But it's not clear that this wil 
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zombined with Conker's typically 


scatological gaggery 


Format: Xbox 
Pulbslishe:: Tecmo 
Developer. GameArts 


This firstperson mech action series has a history 
of jumping platforms, having graced the Saturn, 
PS2 and now Xbox. Sporting à squad-based 
style rather than the lone wolf play of previous 
versions, the singleplayer game sees you in the 
field with five Al-controlled wingmen, and 
multiplayer ts to Support six-on-six team Clasnes 
over Live. This could win GunGnffon the western 
prominence that has previously evaded it 





As with almost every othar game, the 
multiplayer levels are huge; perhaps too 
huge considering the rather short legs with 
which the playable characters are provided 
- maybe Trnbes-style rocket packs wouldn't 


go amiss. Also thrown into the mix are fixed 


qun turrets, vericies and hovenng gunships, 


all of which seem to be too powertul to be 
taken down by the grunts 


Partly, of course, this sort or imbalance 


during E3 is more likely an issue Of 


DOA Ultimate 





inexperienced players, since the game 
promises plenty of tactical elements, 
Including spy-style feigned deaths. and nifty 
camera-quidecd rockets, the use of which 
will only come to the fore as players 
become more familiar with the game. And 
with plenty of development time remaining 
Hare can still make good any other balance 
sues. If nothing else, the exercise will at 
least serve as another outlet for its 


staffers’ puerile sense of humour. 


Format Mbox 
Pudlisher Tecmao 
Deveeopor: Inehouse (Team Ninja) 


Despite only being remakes of Dead Or Alive 
and Dead Or Alive 2, albeit lavish ones, DOA 
Ultimate gamered a good deal of E3 attention 
Tecmo played it for gasps, showing off arena 
interactivity and special moves. Expect to be 
snowboarding down mountains on your 
opponent's back and tossing them into passing 
elepnants. The bigger deal, however, is the full 
Live compatibility on offer 


Format: Xbox 


Kameo: Elements Of Power ate Mee 


Developer: Rare. 


nother of Rare's games which 
"Á generated a lukewarm response in 

previous years, Kameo returns to E3 looking 
much more like the finished articla. 

Gameplay remains directed around the 
ability to morph inta elementally based 
monsters, each of which contains the 
necessary powers to enable progress 
through each levels combat and exploration 
tasks. So far, so Rare, but what really 
impressed was the game's overall 
consistency. From graphics to animation, Al 
to control, it all looked and felt nght. Most 
important in this respect was the combat, 
which was the main focus of the EG demo. 
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armadillo-like Major Ruin rolls into a ball tor 
spinning and jumping. Further control is 
provided by Warrior Focus skills, which 

d ^d = N bullet-time the action so players can = 
Bl d T RAE T a switch forms in the heat of battle. [i 


Format: Xbox 


SpikeOut: Battle Street ore 


Developer: Amusement Vision 


twas never going to be a game of 

finesse. The original SoikeOut, an arcade 
classic which Toshihiro Nagoshi turned to 
‘because | was getting a little bit fed up of 
making racing games’ offered flexible 
controls, vicious weapons and an irresistible 
fourplayer link-up coop mode which few 
people-in the LK gat to experience, 

Now, with the game being brought to 
Xbox Live, the potential for a convivial mass 
brawl has never been so accessible. There's 
a lot about Battle Street (previously known 
as SpikeOut Extreme} that will be familiar 
rom the arcade. The four characters — 
Spike, White, Linda and Tenshin - make a 
return, and the three-button controllers have 
been adapted to include special attacks on 
the white and black buttons. 

Weirdly, the game's main appeal — its 
link-up potential — wasn't demoed at the 
show, What was playable was a survival 
mode. which proved disappointingly 
repetitive. Amusement Vision also has a 
long way to go before Battle Street's 
visuals do any justice lo Xbox's "Eo. 
graphical potential. pic 


SpikeOut disappointed in terms 
of character models, animation 
and immediate environments - 
although there were some lovely 
long-distance vistas to be seen 
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Publisher: Microsoft 


Developer: In-house 
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Like its contemporaries, Forza offers various. racing classes, allowing. you do take Japanese 


saloon cars for a spin or wrestle with GT models. It's all wrapped up ina storming 3D engine 


n the build-up to this game's: 

| announcement at Microsoft's pre-E3. 
briefing, everyone was expecting another 
Project Gotham Racing sequel to be 
unveiled. It turned out the company was 
talking about an altogether more serious. 
brand of driving action, one it hopes will 
give Xbox its own reply to Gran Turismo. 

But the development team behind the 

game, made up of Microsoft Game Studios 
staff with experience on titles such as. 
Midtown Madness, does not have the 
pedigree of Palyphony Digital — although 


that hasn't stopped them creating what 
looks to be a genuinely provocative effort. 
A wide range of licensed vehicles — all 
capable of taking damage — will appear in 
the finished game, and Xbox Live support is 
a given. Perhaps of more interest to truly 
dedicated petrolheads, though, is the option 
to run the game on several linked Xboxes 
with output to three screens, side by side, 


arcade F355-style, for a more realistic in- 


cockpit sensation. It certainly makes 


approaching hairpin bends a more = 


manageable proposition... = 


MechAssault 2: Lone Wolf 


Format: Mbox 


M echAssauit, despite its revered — 
position as the granddaddy of Xbox 


Live, was a sorely limited garne. The sequel, 


as well as looking shinier and grander, 


opens up a wealth of tantalising possibilities. 


instead of being limited to one mech, 
players are free to hop out on to the 
battlefield and take control of any vehicle 
they fancy, and it really i is any vehicle, since 
Lone Wolf introduces tanks and vertical- 


take-off-and-landina craft. Unprotected 


humans are just begging to be pureed 
under a descending Atlas foot, but those 


Publisher: Microsoft 





Developer: Day 1 Studios 


equipped with power armour can use their 
claw grapple to attempt to hijack passing 
vehicles. This triggers a button-pressing. 
minigame between the pilot and the: 4 
hijacker. Whoever loses takes a hard fall. 

It all comes together to ada 
considerable tactical complexity to the 
battles - VTOLs can carry up to two power 
armoured players into the heat of battle, 
wha might then hijack two key vehicles, 
perform suicidal shelling runs with thern, 
and then hop out just before they a. 
explode. Who could resist? UE 


4 





The original Xbox MechAssault was a motonns plod T experience, but this has been 
seriously addressed i in the sequel, which allows you to pilot several small, nippy mechs 


Q&A: J Allard 
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ve found 3 xplai = e have Halo 2. we have Fable 
Slattorm is gong, and wi ming, we have Jade Empire. people are 


expect even more irom tS Successor raving about Conker and a lot of those 

things. Publishing is really strong — we really 
Up until now, Microsoft has been almost think we're leading in important categones. 
humble with Xbox, but this E3 we've And we knew.at the beginning of this 
seen a very different attitude - you've generation that we weren't going to win the 
come out punching. What's happened? championship. We kind of thought about it 
| think we have a really solid footing now in as a sporting season: we werent going to 


he market ye TE still Ihe LIFM li EHH I: WEB re make the play-offs, WE started Way TO late: 


Still the new guys on the block, but we've we announced the thing six days after 
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vonva the success of Xbox Live, The Playstationg was on the shelf and we d 
Trump video at our presentation (see pl never pulit one before. it was very unlikely 
was... Vell, d you watched Ihe Apprentice, unless Sony screwed up materially that we 


which | know IS more popular on our side ol sould even approach first place 


the world than elsewhere, they have 16 People love to fixate on these numbers 
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“People love to fixate on sales numbers but, 
for us, it’s not about the numbers - we knew 
we weren't going to win the championship" 
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vou re not going to get the publsna bring that into the next generation. Wel 


suppor that you want, there's no money in take all the leadership we have and the 


it, and retallers had similar kinds of nnovation that we have now, and apply that 
concerns: "What does this mean for my to the next generation, and the other guys 
business?” What It means is the group of arent going to get a head start 

aint people who all hang out together now Next seasan is going to De & wrote 

buy eant copies of Counter-Strike instead nore interesting when you start looking at 
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18 months, our strategy is really coming to Xbox's profile from a machine for the 
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OCM«eEda Gagged, an rion is starting ames are re towards Kids, Ol 


online gaming rs going to change the garni their Kids. And adults who used to play 


and it's starting to videogames are starting to emerge - some 


e Ls cL. 


sottware strategy and actualh or the classic arcade packs nave been 


appealing to developers using this ANA loing pretty well on Xbox. The notion for 


architecture to make better gamas taster is Live Arcade, though... we named it Arcade 
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520 - because you ve got the retail thing don] have to charade for (hat at all, ol 


you've got the big royalty thing, you've gat maybe it's just a one-time thing. You want to 


to manufacture the disc, you've got to buy be able to play with everybody who's on the 
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"I think there's an untapped op ortunity for From top: Bejeweled, Hamster Ball and 


Zuma Deluxe - three 'casual' PC gaming 


peop to experience Xbox an experience experiences coming to Xbox Live, along with 
box Live with Arcade, a real opportunity" arcade classics like Galaxian and Robotron 


just want to play cards with some family and then some classic boardgame might be We broaden that audience... Let's just 


friends’ The communication capabilities of ree, where the value to the consumer and say that, take the three- or five-year view 
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ADOX Bre great - how do you remotely bring Ihe value to us is thà Live service of Xbox Live Arcade and say that this 





somebody into your card game' | think the really blossoms into an entirely different 


classic card and boardgames are more And what does retail think of this plan? channel — look at the web. | love tne 
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Jade Empire 


Format: Xbox 


E PET. 
a sg * 


The oriental setting makes for a welcome change of scene from the BioWare APG factory. 


Publisher: Microsoft 


Developer: BioWare 
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Drawing from a strong cinematic heritage, Jade Empire prioritises stylish eastern combat 


ne frenetic Hong Kong martial arts 
T movies that inspire Jade Empire never 
waited for anyone to take their turn, so its 
appropriate that BioWare has eschewed the 
turn-based (if fluid) combat of Knights Of 
The Old Republic for hack 'n' slash taken to 
the nth degree, Which is not to say that 
Jade Empire is, say, Diablo meets movies 
ike Iron Monkey or Enter The Dragon, but 
RPG fans should beware — Jace Empire is 
r1 play forernost an action game, with a 
complex fighting system comprising not just 
armed and unarmed combat, but also a 


vanety of different marhal styies, as well 
some tricksy special modes (including that 
mode de jour, pseudo bullet-time), all kicked 
off via a quick way with the control pad. Oh, 
and spell-casting, too. 

For those prepared to take their RPGs 
with a dash of adrenaline, it looks promising. 
More than 30. combat styles allow for 
near-limitless character customisation (with 
results visible at a touch of a button) while 
the gorgeously rendered far eastern setting, 
all waterfalls and Tibetan caves, 
could reinvigorate a tiring genre. 


Fable 


Format: Xbax 


able is at a stage where we'll have to 
F see it to believe it. An RPG innovatively 
premised on seeing long hours af gameplay 
change your characters appearance and 
place in the world was never going to work 
as a 20-minute preview, and the pods at ES 
did little to change our feeling — it's 
promising, lavish, and overdue. 

Fable feels like it 1s finally nearing 
release, with framerate problems improving 
and the design solidifying (including the 
decision to abandon development of a 
multiplayer option). And yet, sometimes we 


F 


Publisher: Microsoft 


Developer: Lionhead Studios 


suspected we were seeing shortcuts. For 
instance, if you buy ale and hand it out to 
get a villager drunk, there's a glowing 
targeting mechanic. The villager acquires an 
aura that changes colour depending on 
their feelings. It's effective, but hints perhaps 
at a failure to finesse the interactions 
sufficiently to relay this information. More 
worryingly, in a test the combat felt clunky, 
particulary when facing multiple foes. 

The proof will be in the playing. With a 
host of RPGs now headed to Xbox, 
Fable needs to become reality, fast. 





Residual Bullfrog touches, such as the literal indication that your hero is a hit with the local 
lasses (top), can be overbearingly twee in comparison to otherwise careful fairytale aesthetics 


Format Xbox 


Unreal Championship 2: The Liandri Conflict "= 





The game will contain both 
Campaign and Tournament 

modes, and Live and System 
Link will naturally be possible 


Operation Flashpoint: Cold War Crisis 


t's no surprise that Codemasters has 

decided to port its best-selling PC game 
of all time to Xbox, but the fact that it's 
waited so long is puzzling. 

The delay, allied to the decision not to 
create an Xbox-specific game from top to 
bottom in the manner of Call Of Duty: Finest 
Hour, has left Operation Flashpoint looking 
a littie limp and dated in comparison to its 
military-therned competitors. There are 14 
new standalone missions and Xbox Live 
multiplayer options but, visually, Flashpoint 
isn't in the hunt, The controls have also 
been adapted for the Xbox pad, with 
orders picked from lists. 

Fortunately, the vast maps and the 
freedom of movement that made the PC 
orginal such fun have been retained, along 
with the impressive mission editor — you'll 
be abie to upload your own creations for 
other Live players to enjoy, The ability to 
lake each mission by the scruff of the neck 
and approach it in your own way, piloting 
the attack copter or commanding your 
12-man squad trom a safe distance, 
should be the clincher. 





Developer. Epic 


Us simplest to disregard the baroque title 
| of this spin-off and consider ita new start 
for Unreal on Xbox. Rather than continuing 
the theme of Digital Extremes’ first 
Championship game, the franchise creator 
has built UCZ from the ground up as a 
distinctly Epic take on console action. 

A, greater focus on environmental 
acrobatics, Z-targeted melee combat and 
an optional (though it quickly becomes 
mandatory) thirdperson view further mine 
the arcade seam already present in Uinreal's 
multiplayer. Ranged weapons are now 


chosen before a match to fill the post-Halo 


limited arsenal, though the game's signature 
weapons from Flak Cannon to BioRifle 
seem to be accounted for. 

Bnnging an energy blade to a gunfight 
isn't as one-sided as it sounds, as 
welHimed blocks can deflect incoming fire, 
and once the distance is Closed combos 
and finishing strikes provide some degree of 
melee superiority — until a third player setties 
things with a rocket, If Epic maintains the 
mechanic balance, UC2 could prove = 
the most exhilarating episode yet. 


Format Xbox 


| The action can be viewed from 
first or thirdperson, and vehicles 
are expected to be drivable 





Metal Gear Solid 3: Snake Eater 


| he theme of Meta! Gear Sold’ 1 was 
T genetic inheritance." says Hideo 
Kojima, as the ward Gene" flashes up on 
the screen. “MGS2 was about passing 
information to future generations through 
our culture and ideology," as the word 
"Meme" appears. “When we place these 
two elements on our own timeline, we are 
setting up a ‘Scene’," and even Kojima 
himself can't stifle a chuckle as the initials of 
the three keywords are rearranged to spell 
MGS. H's nonsense, and he knows it, 
Kojirma's mischievous mock profundity 
remains lo the Tore as ne attempts to 
position MMGS3 as a serious commentary on 
the cold war, before showing how spinning 
Snake around rapidly on the character 


AB" 4 
- i A E 
If you thought that the majority of 
snake's camouflage costumes would 
remain unused, you didn't reckon 


with the ruined red-brick building 
he encounters deep in the jungle 


Chulip 





status screen will cause him to vomit up his 


lunch of mango and raw frog. Judging by 
the new trailer —inspinng awe and 
amusament in equal measure — Snake 


Eater's plot will be as ludicrously convoluted 


as Sons Of Liberty. A young Revolver 
Ocelot twining nis pistols for the Russian 


army? A femme fatale persuading Snake to 


defect? A mad lightning-veined enemy 


colonel grabbing privates by the privates? 


You got it. In spades. 
Snake is also seen manning à 


formidable cannon emplacement and firing 


at enemies riding what look like jetpack- 
propelled pulpits. This, and the inevitable 


mumblings about nuciear-eauipped Metal 


Gear tanks, undermine any sense of 


Format: PlayStation? 
Fublister- Matsurmmne 
Developer: Punchline 


It's a game about kissing (everyone): it's a 
reaction to Japanese society's increasing 
isolation; it's so morbidly bizarre as to make 
Gregory Horror Show look straight-laced. Most 
inexplicable of all, it's getting a western release, 
seemingly with its surreal humour largely intact. 
Hopefully, the game will sidestep any censorship 
by virtue of its practically subterranean niche 
appeal - cross your fingers and pucker up. 


historical authenticity, but the set-piece 
battles certainty look fun to play. 

The playable E3 levels concentrated on 
Snake's new ability to climb trees, hunt 
wildlife for food and camouflage himself (a 
contest on Konami's website [at http:// 
ipnOO.konami.co.jp/products/mgs3/english) 
is now open, inviting gamers to submit their 
own camo designs for inclusion in the 
game). As you're initially dumped into the 
east Asian jungle with no provisions, 
scavenging for food is a major imperative. If 
Snake is hungry, his speed of movement 
decreases, his aim becomes unsteady, and 
nis wounds don't heal. Animals don't have 
to be killed outright, however = you can 
cage them alive to preserve their meat or 





Format: PlayStation? 
Publisher: Konami 


Developer In-house (Konami JPN) 


use the scorpions and snakes to 
frighten enemies. 

Anew ‘close-quarter combat’ system 
allows Snake to kick, punch or use his knife 
to take hostages and threaten engmies. 
With the camouflage index replacing the 
radar, play initially seams more cautious 
than ever, although once drawn into à 
firefight Snake's improved agility gives nim a 
chance against tne increasingly sly Al. The 
jungle survival element is evidently only a 
tiny proportion of what Kojima has In mind 
far Snake (or Big Boss, or Raiden, or 
whoever it is this time}. As the lyrics to the 
hilanoushy overwrought Goldfinger-style 
theme song would have it, "I'm still in 
a dream, snake eater", 





Format; PlayStation2 
Puciisnar Sony 
Developer Polyphony Digital 


Can anything come close to GT4? With 500-odd 
car types and over 100 tracks, creator Kazunori 
Yamauchi could probably be diagnosed as an 
obsessive-compulsive. Still, his attention to detail 
remains, and the controls are better than the 
competition, including Forza Motorsport or 
Enthusia, & popular touch at ES was GT Photo 
mode, which enables players to take and print 
out in-game shots of their favourite cars. 


Devil May Cry 3 


DMC3 is actually DMCO, preceding 

the original and chronicling à younger, 

more tousled Dante's battle against his 
wayward brother and tidy dress codes 


flawed attempt to invent the goth Matrix, 
and thus Topped miserably, Many placed 
the blame with producer Tsuyoshi Tanaka, a 
former journalist (the shame!) who turned 
out to be à poor replacement for the 
inspiration and experience of Shinji Mikami. 
Tanaka remains at the heim for DMCS, 

but hae has taken his critics seriously and 
seems to be learning fast. 

ateuns the frantic action 
Dias of the second game, but now allied tc 


Dey May C Y 


onginal's wit and assurance. Capcom is 
definitely attempting to push Dante as ari 
iconic character: an t Opening cinemauc 
features the silver-haired showman 
nonchalantly dispatching a posse of scythe- 
Wielding assailants by surfing on their backs 


and Shooting poo! balls through the air while 
chomping on a pepperoni pizza slice. It is, in 

ne of the new on-screen encouragements, 
dope . As if his signature velvet cape 
wasn't enough, this tme around Dante 
sports a range of customisable costumes 
including — calm down, ladies - an option 
for him to ge topless. 

Capcom's big innovation for DMCS Is 
the ability to select from a range of fighting 
styles before each mission. So far, these 
include the Gunslinger (enabling multi- 
directional pistol amming), Swordmaster (sell- 
explanatory), Trickster (wall run and backfiip 
abilities maximised) and Royal Guard 
(defensive), although Tanaka promises more 
styles to come. Swortimasier is the most 
immediately impressive, allowing Dante to 
spin his sword like John Bonham twirling a 


Format. PS2 
Pubisher: Capcom 
Developer: In-house (Production Studio 1) 





drumstick and perform special moves such 
as the Million Stab. Anticipating camera 
complaints resulting from the game's 
prodigious paca, Capcom will implement a 
‘back Camera’ option in the manner ol 
Resident Evil 4 as a helpiul alternative to 
the regular fixed perspectives, 

Enemies are faster, uglier and more 
numerous thanks to an entirely new engine 
that allows for the frenzied battles of DMC2 
to be played out in environments that 
exceed even the =e game's imposing 
and cathedral's atmosphere. The first level 

atures a ten-storey coliseum above a 
crumbiing. gothic, neon-flooded cityscape 
The DMC universa looks more fashionably 
dishevelled than ever, aithough the 
unremitting Linkin Park-alike score 
may ba too much for some. 


Neo Contra 


Fonnat PS2 
Sublisher: Konami 
Developer: Inhouse 


Shattered Soldier disappointed many, 
and Konami has take its time with tha 
follow-up. Neo Contra keeps the three- 
weapon system, but changes the d 
perspective, adopting a slightly flattened 
top-down presentation. It's undoubtedly 
easier and a more measured axpenence 
than its predecessor. That's not to say 
the shooting isn't frenetic: coop mode 
and boss battles shine as a chance to 
dust aff your lightning reactions. 





As well as this three-quarters view, 
Neo Contra also features some more 
traditional side-scrolling sections 


Gradius V 


Why, it's almost as if Treasure made a 
Gradius game. Against a backdrop of the 
skeletons of vast space stations, and in 
between rhythmical swoops of enemy 
geometry, Vic Viper fights a generations- 
old battle by tried and tested means. The 
branching, user-controlled upgrade 
system is presarved, but now Options - 
the drones that surround your ship and 
echo your fire patterns - are configurable 
and controllable. It's wonderful. 





This being Treasure, the bosses are 
theatrical and tough. Tough enough 
to make the twoplayer mode alluring 


Final Fantasy XII 
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ist a cross-cultural melodrama). PRANS IS The Gambit system, Gamis Deng the commenca pressures of waking o 


choice of Yasumi Matsuno to head up the agal 


3dd development team is anything to Though separated by lengthy loading macro-like strategies tor the two supporting such an important title. "What I find hardest 


go by, it won't be the same sort of teritor screens in the demonstration, these areas characters to perform in combat. Garnbits is balancing my role as a businessman with 


we ve been in before — although technically - some of which suggest the return of a on show included mirroring the actions of being a gamer," he explains. "If | can hit my 


Ihe game shares a word with two of cohesie ovenworld, rather than map-based the player, working on their own initiative or release date and fulfil 80 per cent of my 


Matsuno's previous titles, Final Fantasy travel — are unbroken by the staccato acting defensively with support or smield vision of the game, then | will be happy,” 


Tactics and Vagrant Story. The latter in progress of random battles: enernies are spells: the final game will teature.a broader Though there's no doubting the quality 


particular indicates the vastly diferent and polish of what's currently on show, FEAN 


gramat resonmor ana egarmaepiav nm showing faith in the (obsessive vision üOecveipopmsrntc. ogdguare seda i) Tidy (eL Ud 


productions present — a stark contrast to 5 - RT : | game would be delayed from its 2004 
the generally predictable progress of the Matsuno S team has for Final antasy release to a more nebulous ‘winter 2004- 


Final Fantasy senes proper. In concert with sping 2005', setting Japanese message 


ca-staffers from his previous works, clearly visinle to attack or avoid. selection to be bought. fought for or boards alight with rumours the game had 


including character artist Akihiko Yoshida Interestingly, this means position becomes discovered in the course of play. run foul of everything from creative friction to 
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Though bombastic FMV sequences are used to illustrate 
key points, much of the narrative is delivered in-engine 





Format: PlayStation2 B | ood WI | Tell 


Publisher: Square-Enix 
Developer: In-house 
Format: PlayStation? 


Publisher: Sega 
Developer: Sega Wow 






Yoshida's character designs are 
unmistakable, but the bright colours 
are à nod to previous FF artist Tetsuya 
Nomura, easing the stylistic transition 


Despite being an action title, the game 
known as Dororo in the east has too 
confined a demo (as it did at TGS) to do 
justice to Wow's lengthy development oP 
Osamu Tezuka's manga. With little 
indication of how the story progression 
or dual-character dynamic will play out, 
all that's on show are rhythm-action-style 
combos and a uniquely bleached 
aesthetic: we remain optimistic the full 
version has greater depths to appreciate. 


CGAUINE / / 


Frustratingly, the screens Sega released 
reveal far more than the demo let on, and 
cooperative play is always welcome 





Nano Breaker 


Format: PlayStation 2 
Publisher: Korani 
Developer Konami Tokyo 


Koji Igarashi maintains that it's oil, not 
blood, that enemies in his game spew 
across the scenery; we certainly hope so, 
since it's literally counted by the gallon. 
Nano Breaker recycles the PS2 
Castlevania engine with more grace 
than its marauding machines do their 
human prey, but gameplay is at once 
too familiar and less convincing, making 
it unclear if there's a heart behind all 
this furiously pumping red. 





Your weapon shifts state — from whip to 
sword to axe - depending on the attack, 
and can be cycled through in one combo 





Killzone 


nd so to PlayStation2's Halo killer. One 
A of the most anticipated games of the 
show, Killzone seems to have got the full 
backing of Sony, being one of tha few 
European-developed games to get the nod 
from the American office, perhaps because 
its Santa Monica branch plays an advisory 
role. First impressions were dominated by 


the tightness of the game's viewing angle as 


well as the large size of the onscreen 
characters, which gives the game a 


gameworld's design, they are all ballistic — 
no comedy plasma rifles here, just hot lead 


iii: = 





Killzone's weapons feel satisfyingly heavy, and, 
in keeping with the understated style of the 


Capcom Fighting Jam 


completely differant feel to other shooters. 


The game's heavy metal art direction sets it. 


apart, while another out-there stylistic 
feature is the way the camera shifts when 
you reload or prepare to throw grenades. 
According to the developer, this added 
Vulnerability during such manoeuvres is 
designed to increase the realism of the 
overall expenence. Well, maybe, but it 
proved disconcerting for some players. A 
similar addition is a stamina system, which 


Format: Arcade, PS2, Xbox 
Publisher: Capcom 
Developer: Production Studia 2 


Featuring characters from SFI SAIL SF Alpha, 
Darkstalkers and, er, Warzard, Capcom's tagteam 
infighting game has drawn two equally strong 
reactions from fans; disdain for the shameless 
sprite recycling (Morrigan will be looking every 
minute of her 320 years at this stage) and a 
certainty they'll buy it anyway. If Fighting Jam's. 
mechanics prove as compelling as its nostalgia, 
then the dated visuals won't be the talking point. 


enables a limited amount of sprinting via 
an AG stick-push. Those caveats asida, 
however, Killzone is shaping up to be a 
garne you won't be able to ignore. 

Three character classes, ranging from 
typical heavy weapons guys to assault 
troops and snipers, were playable in the E3 
demo, and there will be an extra one 
available in the finished game. One key 
feature is the squad Al, which sees the 
dreaded Helahast hordes preferring to fight 


Champions: Return To Arms 


Format; PlayStationa 
Publisher: Sony 
Developer: Guerrilla/Sony Santa Monica 


behind cover rather than die hopelessly in 
front of your gun as in most other games. 
Level design is also interesting, mixing the 
usual tense corridors with wider expanses, 
trenches and many scripted eventa And 
considering the more thoughtful approach 
being taken, it may well be the quality of 
such scripted events that will provide the 
necessary firepower for Killzone in its 
shootout with established franchises 

such as Doom, Half-Life and Halo. 






Pormat! PlayStation? 
Pubkeher, SOE 
Developer: Smowblind 


Though most European players will have yet to 
experiance the dungeon-storming delights of 
Champions Of Norrath (or the frustration of its 
sparse internet functionality), the game has 
already garnered a sequel Stateside. Return To 
Arms adds the expected more of everything, but 
also refines the originals rough spots, introducing 
hub-based progression, a new interface, 
unlockables and stable, fully featured online play. 


GIA: San Andreas 


Format: PlayStation2 


"upgher Rockstar 





San Andreas introduces a new 'squad-based' element, in that you can rope in three of your 
homies to perform drive-bys on rival leaders. Can you do this on a bike? It's not yet clear... 


j ss was no playable code, no video 
gna oniy a handiul o£ screenshots, vet 


the merest whisoerings of San Andreas 
garne details at E3 were enough to eclipse 
opportunist crime contenders like Eldos' 25 
To Life. The speculation stops here: San 
Andreas isn't a city, it's a state, comprising 
re-imaginings of LA, San Francisco and Las 
Vegas. Hockstar reckons that the play area 
will be six times that of Vice City 
The earty-"90s timeframe means the 
opening stages will immerse the player in 


west coast gang culture as glorified Dy 


Tupac and Snoop. As your empire expands 
—and the sense of actually controlling a 
gang, from orchestrating heists to running 
casinos, will be far more tangible — you'll be 
mixing with rural rednecks one minute and 
Hollywood elite the next. In terms of 
gameplay, think Manhunt's action applied to 
the GTA universe, add extra hand-to-hand 
combat abilities, new ways to pertorm the 
standard cagackinas, dual pistols, cycling 
Swimming... ang if ine lasi two new abilities 
make this seem like an exercise sim. 


you will Nave to stay fit to stay alive 


Midnight Club 3: Dub Edition 


Format: PlayStation2 Publiener Rockstar 


eed For Speed Underground's surprise 
@ success last year proved that the boy 

racer dollar is well worth courting. The third 
outing for Rookstar's online street racing 
franchise promises to up the ante by 
teaming with Dub — the hip-hop-infiuenced 
‘automotive lifestyles magazine’ — to offer 
minte possibilities to "pnp out your ride 

Hockstar finally seems to have tuned 
Midnight Club graphically to the point where 
it can compete with Burnout, NES, Ridge et 
al, and is celebrating by packing Dub 
Edition with licensed luxury rides such as 





Developer Rockstar San Diego 


s 


m B mmr d t i " — j " "y 
the Mercedes CL500 and the Cadillac 


of pedantry, with decals, Gucci intenors and 
colossal chrome rims a necessity, i 
Boasting that no other developer can 


handie open-city, multiple-route racing wath 


eguiveient speed and flair, Hockstar has 
upped the top speed of it$ motors to a 


Inghtening 200mph while increasing the 
traffic. Midnight Club 3 is hardly likely to riva 
GI 4 for precise realism, but the legion of 
luxury car culture fetishists out there 


is a potentially greater audience. 


Three American cities, chosen for their automotive heritage, are in the game: Detroit (the 
original motor city), San Diego (street racing capital) and Atlanta (hip-hop heartland) 


God Of War 


Format: PlayStation2 


Pubkanee: Sony 


Developer: Sony Santa Monica 





What's easy to lose sight of in the bloodlust is the intricate architectural and puzzle design - 
Jaffe is another ico devotee, and its influence lends GOW a majesty beyond the butchery 
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plenty of blood, guts and assorted Carnage. 


oet in the universe of Greek mythology, 
the action centres on fhirdperson combat 
with the developer boasting an innovative 
battle system based around chain-bladed 
weapons. Up to 20 moves wil! be available 
as combinations, with the starting move a 
arab technique, Once accomplished, it will 
enable players to attack their enemies until 


they can trigger the sort of finishing moves 


beloved of Mortal Kombat tans — cue 
fountains of the thick red stuff. There will 
also be opportunites to transform into tl 
titular god once your combo meter is fully 
charged. Piot-wise. the action takes place in 
flashback, with Kratos, the suicidal Spartan 
warnor you play, attempting to collect 
Pandora's box from a temple of fiendish 
traps and other nasties. Combined wit 
the sort of raw humour characteristic of 
Twisted Metal, it should add up to a 
package which will at least play well 

nits core US market, 


Silent Hill 4: The Room 


N omal when a videogame boasts 
about 1S textures, 15 noping you Il get 


excited abDout how accurately it reproduces 
tarmac. What The Room boasts is an 
entirely different proposition: new glue. On 
top of the blue-beige stumps of livid flesh 
and the pink-beige tatter of rotted 
wallpaper, Silent Hill is now smeared in 
strings of sticky saliva, binding enemies in 
place until they tear trea with sickeningly 
elastic effort, 


Enough. Silent Hil! is a game where 
describing the gruesome mis-shapes of the 


Developer in-house 


enemies constitutes just as much of à 
Spoter as letting sip an untimely death in a 
new Final Fantasy game. Despite the 
generous derno on offer, it was hard to 
piece together any sense of dread, 
Despite the new nasties, there are 
disappointments, particularly in the 
animation. Many aspects now seem 
antiquated rather than traditional = limited 
camera control doesn't solve all the 
movement probiems, and the firstperson 
view used for inside The Hoom has 
worryingly poor default controls. 





Weapons can be recovered from fallen foes - melee types usually offer a balance of reach 
versus strength. Eileen has her own special weapons, including her rather flimsy handbag 


čr 


at FEE (us HE uds 
hte 


AR 


E 






Hé 


Jak 3 is as professional and 
polished as we've now come to 
expect from Naughty Dog, but 
true innovations seemed to be 
in short supply in the E3 demo 


Hatchet & Clank 3: Up Your Arsenal 


g eapons have always been central to 
W the appeal of the Ratchet & Clank 
series, but now, three Games in, you're left 
wondenng if there's anything new developer 
Insomniac can come up with that doesnt 
seem like simply clutching at straws, This 
wasn't an aspect we were able to fully 
investgate.at ES, but we can report that 
the game engine is still fast and fluid, and 
there are wave upon wave of dumb 
enemies to pick off however you see fit. 

The big deal this time around is 
multiplayer online combat, which supports 
up to eight participants with deathmatch 
options plus capture the flag and a mode 
entitled Siege, which sees you attempting to 
fake over enemy bases while keeping an 
eye an your own and making use of the six 
playing arenas’ selection of vehicles. 

It's not yet been a year since tha last 
Ratchet game, and the evidence so far 
supports this, with part threes E3 showing 
appeanng rather production-line in terms of 
content. Perhaps Sony believes that the 
online play will be enough of a selling 
point for the game. (== 


Format: PlayStation? 
Publisher: SCEE 
Developer: Naughty Dog 


id Naughty Dog make a mistake in 
D attempting to work elements of GT» 
into its previous Jak title? Many gamers 
thought so, and perhaps the developer 
agrees, for it has jettisoned such nationsKor 
this sequel. instead you're faced with a 
more traditional actioner, albeit one filled 
with just as much gunplay as before. 

The big change here is the range of new 
modes of transport on offer, key among 
them a flying craft, which you pilot around a 
massive floating, industrial-iookinig structure 
swarming with enemy vehicles, and a sort of 
dune buggy. The latter is especially handy 
because much of the game is set in a 
sandy, desert-like wasteland — a jump 
control allows you to leap over boulders and 
marauding, Mad Max-style adversaries. 

The usual selection of minigames 
appear to be in place (one level sees you 
riding on a lizard's back, chasing smaller 
creatures around a desert town), and the 
difficulty level appears to have been 
decreased -another concession, perhaps, 
to negative feedback voiced by those 
who struggled with Jak il. 


Forrmat: PlayStationa 
Publisher: SCEA 


Developer: Insomniac Garnes 


It looks great and it plays solidly 
- just like both of the previous 
Ratchet games, in fact. Will 
online play be enough to see that 
the series goes out with a bang? 
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Monster Hunter 


erës the answer to the only question 
H that matters: probably. Capcom isn't 
yet in a position to make any kind of 
jarantee, but a number of factors me: 
there's a much better chance of Monster 


Hunter making it online in Europe than There 


| ra 


With an unrvaled sense of the actual 
outdoors, Monster Hunter gives you 
endless mountain vistas and grubby, barky 
bushes to crouch under while you awat 
your prey. Missions are similar offiine and 
online = collect some specific mushrooms, 
kill a certain number of raptors, bring back 
some perfectly cooked meat. all within a 
en 


generous time imi- Combat is Dioody and 





brutal, controlled with sweens of the night 






As well as health, you'll have 
to keep an eye on stamina as 
you sprint and jump, and use 
whetstones on your weapons as 
they gradually become blunt 


SICR, and elaborate clothes anc weapons 
NA MES VOR C 
atistying but limited in singiep Tete the 
powerful sense of character, community 
and place in the networked game mean 
there's a qood chance Monster Hunter 
could blossom intoa phenomenon of 
Phantasy Star Online proportions. 


Death By Degrees 


n marketing terms It seems a shoe-in: 

take the sexiest character from Tekken 
and make a story-based beat 'em up. 
Add a novel X-ray vision system for the 
targeting of bones and internal organs In 
order to inflict an accurate one-nit 
deathbiow on the bad guys. 

And, for good measure, include a 
tutonal mode in which Nina Williams wears 
the smallest bikini poss o bra and don't 
forget some Qoo. jid DOA wiggle 

Well, nice ideas, buta on this showing 
Namco's got a ws way to go to pull tne 
trick off. The biggest issue, surprisingly, is 
control. Using the right analogue for 
triggering combat moves should be fine (it's 
worked in plenty of other similar games, 

It's striking that Namca has — ' ; such as Grabbed By The Ghoules), but in 
pulled back from calling the he | — S | this case sluggish animation combined with 


game Nina. Tekken's recognition z weak collision detection makes moving 
rly isn' i = -—- 
clearly isn't what it once was "s around the environment a task. let alone 


targeting the correct ener, 
Combine such failings with a largely 
uninspired plot and scenery and the newty 
_ a > =. formed tearn behin id DBD seems to 


—_ - have ts work cut out. 


shadow Of Rome 


Format; PlayStation2 


he Onimusha senes has been a huge 

success in Japan, but less popular in 
the west. Capcom believes Its setting may 
be alienating, so Keiji Inafune has created 
this Roman romp to attract a significant 
American and European audience. 

The game certainly has epic 
pretensions, with the murder of Julius 
Ceasar forming part of the plot. “In one way 
you could say you were learning 
something." says Inafune, a little arnbitiously, 
of the story's fact/fiction blend. The 
gladiatonal elements we played weren't 


Publisher: Capcom 


Developer: Production Studio 2 


exactly Shakespeare: you jostle for 
weapons hurled into the arena by the 
crowd, and proceed to pummel your 
opponents. The idea is fun to begin with but 
limited by clunky movement. Playing as the 
alternative stealthy character, Octavius, the 
insensitive controls could serve to frustrate 
players during what are otherwise cleverly 
constructed scenarios requiring disguise 
and evasion, A video showed chariot racing 
and mass battles which looked more fun 
than the sections we got to play, so 
expectations remain high. 


shin Megami Tensei: Nocturne 


Format; PlayStation2 
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Though he's arguably never looked better than decked out in Kaneko's razor-sharp lines, 
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While Octavius (top) must use unsporting methods to dispatch foes, fighter Agrippa (above) 
does so with considerably more spectacle. Capcom clearly believes westerners love this stuff 


Dante plays a minor role in Nocturne, only muscling in for one of the new dungeons 


ge he eye-catching PS2 incarnation of 

M Atlus’ occult RPG series has tantalised 
western fans for almost two years, with 
Atlus USA proving evasive on the 
localisation issue. But though the series’ 
traditional cast — devils, deaths and gods 
from every possible religion, a tyrannical 
creator and a slightly sympathetic portrayal 
of Lucifer Morningstar - won't do it any 
favours, a North American release has at 
last been confirmed. 

Though it's unclear if the game's content 

and complexity will remain uncut, a positive 


note is this release as the ‘Maniacs’ version, 
sold as a full-price special edition in Japan, 
sporting extra areas and a (throwaway) 
cameo trom Devi! May Cry's Dante, 

Of more interest than the petulant 
demon-hunter, though, is the opportunity to 
see seres artist Kazuma Kanekos unique 
design in lovingly modelled GD. Newcomers 
may also be pleasantly surprised by 
Noctume’'s intelligent, if labyrinthine, plotting, 
and the freedom to throw your lot in with 
any of the game's disparate dogmas 
or strike out on your own moral path, ^ 


oly 2: Band Of Thieves 


Publisher; SCEA 


Formal PlayStationa 


ne original Sly Cooper had style and 
T charm to spare, but never managed to 
steal all the hearts it seemed set to; its cult 
success, however, has aiven Sucker Punch 
a second chance to get it right. The initial 
concem is that it's carjacked the GTA 
bandwagon [as did stablemate Jak & 
Daters sequel — open environments 
replace the level-by-level style of old, and a 
leaner, meaner Sly now packs combos. 

hanktully, Band Cr Thieves has retained 
the original's feel — Sullivan-Bluth does The 
Saint — and refocused the gameplay along 


Band Of Thieves’ sweeping vistas promise all the detail and physics of Sly's first outing, but, 
courtesy of an entirely rewritten engine, none of the slowdown that occasionally marred it 





Developer: Sucker Punch Format: PlayStation? Publisher: Konami 


with the redesign, emphasising thieving over 
double-iumping. Each level presents a heist 
to be set up, pulled off, and escaped in a 
string of knowing film and game pastiches. 
Sly remains the acrobatic star of the 
game, but his accomplices Bentley the 
turtle and Murray the hippo are now 
playable characters. Combining the trio's 
complimenting abilities - Bentley is a 
demolitions expert and Murray the muscle — 
is the key to success, and though heist 
plans are predetermined, the levels i= 
suggest emergent possibilities. i= 


ontrary to its unusual title, there was 

little enthusiasm for Konami's new 
racer at E3, Produced by former Rage 
Racer man Manabu Akita, Enthusia's aim is 
to provide a doggedly realistic racing 
experience. Yet in its current form, the game 
conveys litte of Gran Turismo 4's bite and it 
appears to eschew pre-race tinkering or the 
idea of a lengthy career mode: Instead, 
Enthusia's USP is a ‘visual gravity system’, 
manifested in a gauge at the bottom of the 
screen that depicts the 'G' exerted on your 
vehicle at mornents of stress. It suggests 


Enthusia: Professional Hacing 


Developer: In-house 
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It looks beautiful, of course, and the vehicle modelling is determinedly correct, but Enthusia's 
dedication to the mechanics of realism are in danger of stifling the palpable ‘feel’ of racing 


how much brake or gas you should apply 
and whera your tyres should be pointing 
during a drift to achieve the perfect corner. 
This makes for a sterile experience — surely 
in a racing game you learn how to achieve 
optimum pertormance by sight and feel? 
The idea of randomly generated tracks, 
forcing you to drive instinctively instead of 
rebing on memory, 15 exciting, but it will ont 
apply to the desert levels. As things stand, 
it's difficult to see haw any number of 
accurately modelled, licensed 
vehicles will invigorate Enthusia. 


Hise Of The Kasal 


ha lukewann reception afforded to 

SCEAS arthouse brawler The Mark Of 
Kri was widely rumoured to have nixed its 
intended trilogy; news followed that the 
development team had left Sony's San 
Diego studio. Happily, E3 confirmed the 
second rumour and proved the first to be 
greatly exaggerated. Now operating as a 
sony thirdparty, the team has been 
developing this follow-up since early 2003. 

Rau's younger sister Tati takes a 
playable role in Aise Of The Kasai — left 
somewhat maladjustec after her attempted 
sacrifice oy the Kasai cult, she has grown 
into a rebellious thnll killer with a suite of 
finishing moves even more grisly than her 
bearlike brothers. Much of the game will 
see the two playing cooperatively, with the 
other sibling controlled either by Al or a 
second player online. 

Larger levels, the introducton of boss 
fights, and an overhauled archery mechanic 
that allows ducking behind cover will 
address player feedback, but most of Kirs 


j 


fans will have already got what they E 


wanted: the series' continuation. 


Samurai Legend 
Musashi 


Format. PlayStationa 
Publisher: Square-Enix 
Developer, In-heuse 


Essentially a follow-up to PS1 titie Brave 
Fencer Musashi, this is a slash ‘em up 
with slight platforming overtones. The 
most obvious upheaval here is the 
graphical style: Square-Enix has opted 
for a bold type of cel shading which is 
pronounced further by the size of your 
playable character. Unfortunately the 
basic levels shown off at E3 didn't really 
do the title any favours: later sections 
look to affer more satisfying gameplay. 





As well as human-esque enemies, the 
game also features a salection of cute, 
pseudao-steampunk robotic adversaries 


Format: PS2 


Publisher: SCEA 


Developer Bottlerocket 
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Bottlerocket has hinted that the relationship between Rau and Tati has become somewhat 
frosty, which should drive much of Rise Of The Kasas time-period-jumping narrative along 


The Getaway: Black Monday 
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Bikes are a major new addition to The Getaway garage, but you can't help feeling that it's 
two years behind the Grand Theft Auto series with some of its ‘innovative’ new features 


Eyeloy: Anti-Grav 


Format: PlayStation? 
Publisher: SCEA 
Developer In-house 


E3 saw debut of the first EyeToy games 
from autside London Studio. Sega 
Superstars is an obvious - though 
charming - application, but Anti-Grav is 
entirely more ambitious. A hoverboard 
racer resembling Trickstyle, you control 
the board with your body. Even after a 
lengthy calibration, and played against a 
biank wall, the game was having difficulty 
mapping movements, however, which 
made it impossible to assess its ments. 





Another victory for EyeToy? Don't even 
think about suggesting that this might 
just be easier to play with a joypad... 


-ormat: PlayStation2 
Publisher: SCEE 


Developer: In-house (Team Soho) 


mM lasgow, Birmingham and Liverpoot all 
G wanted a piece, but ultimately The 
Getaway's sequel was awarded to London 
— Team Soho spent five years Duilding the 
damned city and wasn't ever likely to start 
again from scratch. Instead, the developer 
has concentrated on opening up London's 
interiors, railways (including the Tube} and 
waterways. That also means more 
pedestrians on the streets and a greater 
range of vehicles to steal. The challenge will 
be overhauling the stealth and shooting 
sections that proved so frustrating last time. 
A free camera and emphasis on close-up 
combat (courtesy of Eddie, who favours 
crowbars and pool cues) are a goad start. 

Team Soho is again putting emphasis 
on the storyline. Hopefully, the scriptwriters 
can conjure a more believable scenario than 
the Hammond/Jobson face-off with their 
new cast: Mitch, a special ops officer; Sam, 
a thief and hacker and bad boy Eddie. 
Sony presented Black Monday to the 
Cannes festival as the pinnacle of game/tim 
convergence, so its sub-Lock, Stock 
stylings will need to be sorted. 


Snowblind 


-anmar PC, PS2, Xbox 
Pubisher; Eidos 
loper: Crystal Dynamics 








An escalating conflict in dark near-future 
Asia is the setting for Crystal Dynamics’ 
firstperson shooter, in which various 
urban warzones must be reclaimed with 
heavy weaponry and bio-augmented 
abilities. If it sounds a little Deus Ex, 
that's because it was originally designed 
to be a spin-off from lon Storm's licence, 
but has since gone its own way = or at 
least as much of its own way as the 
gritty cyberpunk FPS theme allows. 





Your squad act largely on their own 
initiative, but you bear responsibility 
for keeping them alive in firefights 


STALKER: 
Shadow Of Chernobyl 


Feimat: PG 
Punisher THO 
Developer G50 Garmewvorld 


GSC Gamewortd was playing 
Scheherazade at E3, spinning yet more 
stories about one of the most captivating 
PC game ideas ever proposed. Whether 
the rumours of ‘unlimited’ players for the 
multiplayer maps actually come true — 
which, of course, they won't = it's still 
cheering to see so much creativity and 
ambition thrown around with abandon. 
The countdown has begun, and soon 
we'll see how much has become reality. 





This was a popular multiplayer PC title at 
the show, with plenty of sniping going on 


Half-Life 2 
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City 17, a grim Eastern bloc capital under 
a brutal tyranny, is Gordon Freeman's first 
port of call. However, Half-Life 2 rapidly 
unfolds to become a truly universal epic 


ne.of E3's disappointments was the 

lack of a playable Half-Life 2 demo, 
although you can sympathise with Valve for 
being ultra-protective, especially after the 
cade theft scandal. Instead, Valve's Erik 
Johnson showed us a lengthy video 
combining footage old and new, concluding 
with a teasing glimpse of Counter-Strike 
running on Source and an affirmation that 
Hatr-Life 2 will be released in the summer. 
What counts as summer In Seattle? We 
suggest planning a sickle for September 9. 

Firstly, we were introduced to City 17, 

the crumbling, totalitarian metropolis 
patralled by Combine Metrocans. It's the 
game's opening level, you don't have a 


weapon, and if you get too near to a cop 
you can expect a coshing. Your powerless 
situation forces you to absorb the city's 
atmosphere, and appreciate the referential 
wit that sets Half-Life 2 apart from its 
humourness FPS rivals. Mostly, though, 
Half-Life 2 is all about spectacular firafights 
against grotesque enemies and hordes of 
heavily armed troops. 

As the colossal robotic Striders stalk 
City 17's hapless inhabitants, anyone who 
had nigntrmares about The Tripods as a kid 
is Suddenly transported back. Even the 
‘manipulator gum, whose secondary fire 
Sucks up random objects such as oil drums 
or furniture, and launches them as 


Format: PC, Xbox 


Publisher: Vivendi Universal 


Developer. Valve 





projectiles, seems ineffectual. Time ta run. 

Valve is righthy proud of its vehicle 
physics, a rusted buggy with mounted 
machine-gun proving to be a smart way to 
zip around the coastal levels while finng at 
enemy hoverbots and the rollermines they 
drop in your path. Ascending a shipyard 
crane, it's possible to arasp a container and, 
with a little momentum, swing it into a 
phalanx of advancing enemies like you re 
playing human skittles, That's the Havok 
code in full effect, Again. 

This was the merest of glances at a 
game that will be colossal in scope, 
combining scripted set-pieces with 
immense player freedom, 


Doom 3 


rare GDC address by John 

A Carmack earlier tris year saw id's 
superprogrammer comment on gaming 
hardware's exponential one-uprmanship - 
something dear to both his heart and 
project. The Doom 3 engine, once so far 
ahead of the curve as to have passed over 
the horizon, looks considerably more mortal 
four years on (as Carmack had predicted), 

It's also provided more time to consider 
that although Doom 3 is posed as a 





making a reappearance, as will Doom's 


traditionally organic hell-world environments 
once the fight is taken out of the UAC facilities 


Crash 'n' Burn 





Revenants — patently the all-time greatest FPS 
enemies after Hexen's Dark Bishops - will be 


reimagining of the original, it's not so much 


Knee-Deep In The Dead as occasionally 


ankle-deep. intimately horrific encounters in 


tight corridors replace the stampedes 
through stacium-sized concourses. The 


game moves at the oily, shuddering pace of 


a bad dream, not the twiteh-dash rush 
required to complete levels under par. If 


Doom was ever a fiim homage, then this is 


a step back from Aliens to Alien: 
But you knew that already: what's 


Formar PS2, Xbox 
Pubticher: Eidos 
Developer: Climax 


It's along way from being a Bumout clone - long 
enough that you wonder why the assumption 
was made. It's lacking Burnout's gleaming 
visuals, but the combination of bruising circuit 
races. debris dodging. recognisable city settings 
and car customisation puts some distance 
bernwean it and the competition. The unchantable 
will say it's more a case of pick 'n' mix than 
crash 'n' burnout. but the net result is still fresh. 


remarkabie, then, is how id has stuck to 
its shotguns on the vision for the game 
while the genre has massively expanded 
around them. It puts Doom 3 in the curious 
position of being almost outmoded — in 
scope and visuals, if not in technology — yet 
also tha most important title id has 
produced in terms of escaping its self- 
imposed pigeonhole. 

Vicarious Visions' Xbox port was on 
show, and though its idiosyncrasies bafled 
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Format: PG, Xbox 
Publisher: ActHhislon 


Developer; id (PC), Vicanous Visions (Xbox) 


some players (as was also the case with 
Killzone, see page 54) the limited demo 
proved popular. The Xbox version's coop 
mode was neither implemented nor up for 
discussion, and at this stage it's difficulito 
get a feel for how it could work within the 
‘cinematic’ campaign. Tense gunfights 
between impenetrable shadows and 
chunks of cover, however, suggest both 
versions’ fourplayer deathmatches 

could be an interesting proposition. 


Format: PS?, Xbox, PC 
Publisher: Acclaim 
Developer: Juice Games 


With modded car racing now firmly established 
as a viable genre, it seems that publishers are 
pushing the form to see how far it can be taken. 
Enter Juiced, with over 50 licansed vehicles and 
thousands of real-world mods to purchase for 
your motor, from body decals to in-car 
entertainment. Online races will be available on 
every platform, and the game looks capable 
enough graphically. More on these pages soon. 


GoldenEye: Rogue Agent a 


Developer: In-house (EA LA) 





Al opponents will fight as aggressively as you 
do, taking hostages and rushing in for melee 
knife attacks. You are an internationally wanted 
supervillain, after all, so they're out to get you 








eansibly destroyed all references s to be loosely based on MIG visceral, Intelligent, clutch of enemies at once. This doesn 

eas GoldenEye 2 in order Trevelyan from the GoldenEye to. ernphasise the sound like a notable development until you 

rison with Hare's seminal a presence of Auric Goldfinger, Dr cet wise to ae tactics and attempt to use consider the multiplayer possibilities. 
N64 FPS. Not that Rogue Agent is a duffer No, Oddiob and a number of classic Bond them against you, n fact, multip ae s where Hogue 
- it Was one oi the smarter console ocations such as Blofeld's volcano and the as you ll be huntec Agent really comes alive, offering 
shooters at E3 — but its immaculate sheen Moonraker launch pad add to the allure. Corridors are eschewed in favour of open ceathmatcn, team deathmaton and coop 
makes it an extension of the Everything Or Play is fast-paced, with aggressive arenas with PER ity of obstacles arranged to options for eight payers over Xbox Live or 
Nothing aesthetic rather than a tribute to the enemies contributing to the Sense of panic — enhance the games strategy. Most levels PS2 online, EA has fashioned anotne 
groundbreaking gameniay of GoldenEye, they Il am up to corner you, or shoot out aiso feature hidden 'aaati aps — switches 

gents hook is that you get to giass panels to get a clear shot. EA has or pulleys that ges a destructive event 

3lay not as O07, but as a baddie whose contrived a Wm for its Al femotional (such as a shuttle launch) to dispatch a coulc db 3e someti ing more besides. 
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rib = rs Headhunter Hedemption upset: Sega 


in-house Amuze 


Headhunters return remains a mixed blessing. 
It's confirmed that an older and wider Jack Wade 


qu 


You can't fault this Rings RPG's thoroughness in 

lifting Japanese HPG mechanics wholesale, but 

the timing leaves something to be desired. In a will be occasionally playable, thaugh grunge-chic 
protégé Leeza X NUS & tha starring role. The 


motorcycle will not be returning, nor will much of 


show that saw the likes of Fable, Bard's Tale and 
even Final Fantasy attempt to expand the genre, 
Third Age appears routine and charmless, Beefy tne originals stealth, This concentration an 
production values don't excuse selr-defeatin 


conservatism, though EA could wail predict that 


run-and-qun action may give Redemption the 
cohesion of polish its oe lacked, but from 


It doesn't need to, given the gilt-edged licence. ^e demo, at least, it's a less exciting prospec 





Destroy All Humans! 


t starts with the cows, because that's 
l what the conspiracy theorists want you to 
believe. Destroy Al Humans! is so steeped 
in 1950s B-movie pulp that the game 
begins with that most typical of xenomorph 
repons: cattle abduction, 

With that under his space belt, Crypto — 
a textbook Grey and a one-allen army sent 
by the Furon race to clear an Earth-sized 
path for the imminent invasion of the galaxy 
— can research himself a litle closer to 
understanding just what makes humans 
tick, so that he can snuff them out as 
paintully and loudly as possibly. 

However, while Grypto possesses the 
KING of weapons that look like they've been 
torn from the back pages of a creature 
feature comic - the Quantum 
Deconstructor, the Cortex Scanner, and the 
Zap-O-Matic laser gun, capable of reducing 
humans to charred mounds — he also 
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'One giant step on mankind' is the game's tagline, and 
it's one of the few pieces of E3 promo blurb to show 
any amount of wit. The eerie, sneering voiceover that 
accompanies the game's excellent trailer bodes well 


possesses the ability to impersonate any 
one of the population if he can get close 
enough, assuming their appearance before 
using his psychokinesis to fling the 
redundant body out of sight, 

Impersonate a general, and you can 
infiltrate a war council to dish oul a strategic 
suckerpunch of a diversion — "There ain't no 
aliens here, nup." You'll even end up going 
as far as impersonating the president, 
addressing the nation and rebutting claims 
of an impending alien invasion. And if this 
sounds like too patient.a course of action, 
there's the option to body snatch or 
hypnotise a hapless inhabitant. 

Of course, the element of wanton 
destruction isn't a haif- measure. Crypto can 
gunfight his way through a military blockade 
before setting up a wall of fire that halts 
tanks in their tracks. And if the an-foot 
initiative isn't successtul, there's always 


Format: PS2, Xbox 
Publisher: THO 


Deyelooer Pandemic Studios 


recourse to Crypta's UFO, stocked with 
cutting-edge death-tech, such as the 
tower-quaking Sonic Boom. 

Thankfully, the warld around you is fully 
destructible and buoyed by a robust 
physics engine. allowing you to Destroy All 
Buildings. too. Your UFO attacks have a 
blast radius bigger than that of any crop 
circle, sending a streetful of cars Tipping like 
pennies as you unleash s mangling wave of 
destruction on the population. 

While the three-pronged approach - 
stealth through impersonation, on-foot 
combat and UFO-based ultraviatence — 
seems to be a mix.'n' match offering open 
tà the player's own whim, it's unclear just 
how free roaming the levels wil be, and how 
funneled and prompted the missions are 
that take piace within them. 

One thing's for sure, though: it'll 
definitely start with the cows, | 





NARC 


Format: PS2, Xbox 
Publisher: Midway 
Develcper In-house 


Videa-only at the show, the State Of 
Emergency-engined reworking of 
Midway's 1988 classic appears more 
involved than its donar title - we can't 
help feeling it's a missed opportunity for 
a knowing 'Büs-excess homage, pastel 
jumpsuits and all. Unlike the original, 
Winners can now Do Drugs should they 
choose to be a corrupt cop, and gravel- 
voice talent includes Michael Madsen. 
Michael Wincott and Ron Perlman, 
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NARC references its arcade roots with 
predictable opponents and generous 
health provision. Which isn't a criticism 


otar Wars: Republic 
Commando 


Format: PG, Xbox 
Pubisher: LucasArts. 
Developer In-house 


The challenge with this game was always 
going to be perfecting the balance 
between the active and the tactical. 
Things are certainly looking promising, 
with troopers getting on smartly with the 
job in hand rather than boaging you 
down with micro-man-management 
tasks. The weapon set, though limited, is 
hefty and satisfying, and the pared-down 
Star Wars chic adds crisp and striking 
detail to the plain corridors. 





The Metroid Prime-style visor is both 
atmospheric and smartly informative 


TimeSplitters: Future Perfect 


Format PS2, Xbox, GG Publisher 





Developer Free Radical Design 


PALA DO Goats brs "n 


It was difficult to discern any immediate obvious differences between Future Perfect and 
previous TimeSplitters iterations, although the open environments hint at grander ambition 


S. within the embrace of EA, the latest 
uw chapter of the TimeSplitters experience 


is already shaping up nicely. Only one 






sing-aplayer level was available, but this 
demonstrated the rock-solid ads and 
smooth movement charactenstic of t 
series. Set on a moving train and bese 

an attack helicopter, a la Soldier of ae iS, 
Mayers take un the reins as Gone the 
slightly cheesy, yet hard-as-nails TOs hero 
from the first two games. Help, 1f required, 
was provided by a coop AI character -who 


n keeping with the time-traveling concept 
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popped out of the scar leary. Perhaos a 


tion to Free Radical's other more edgy 
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direction seems to have embraced the 
arcade side, too, with a str ong colour 
palette and chunky graphics in evidence. 
Also available was the multiplayer version 
af the game, which supports up to 

16 players. Promising stuff. 


Battlefield: Modern Combat 


Format: PS2, Xbox Publisher: 





B ringing the joys of vehicle-based 
firstperson shooting to the unwashed 


console hordes, Digital Illusions’ reworking 
of its online PC hit sees the hardware 
advance to the modern era. Taking the side 
of either the US, tne Chinese or the newly 
formed Midde East Coalition, players 
spawn into a world littered with armeured 
cars, tanks, helicopters, fixed gun positions 


AN ar tery pieces. Access to soma of 
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hese is organised by character cle 


iO SNIPPET, special ops, assault, and enaineer. 
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Developer: Digital Illusions 


One neat feature of the game's oniine-on'y 
capability is the promotion system: there wil 


ies be ‘a certain amount of ranks avallanie, 


| the relative performance of players 
constantly switching their status. Equally, a 
certain rank will be required to gain access 

o specific vehicles, Some more basic work 

remains to be done on the game, however, 
esigned to support large Scale 24-piayer 

this was limited at EG to a coupie of 
smaller levels. The PS2 version, in particular, 
felt stripped down, and the framerate 


could do with some optimisation 





Modern Combat may need to limit its ambitions if it is to succeed as an online console 


game. The potential is great, but currently it's 


little more than SOCOM with vehicles 


Pariah — 


Developer: Digtal Extremes 
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very pretty game, with plenty of shader 





effects to create hypar- east Wate 


explosions and atmosphe 





iping up nicely 160, 
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Though Pariah's setting is 
by the numbers, its second 
protaganist, prisoner Karina J 
(not shown) is promised to be a 
less conventional gaming heroine 


race against time to 
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Lumping them together is far from fair, 
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hammy dialogue and clumsy prompts. To 





solve the mystery of your amnesiac minc 
E: | ce War's [ Psi moves, such as the Psi Blast 
and bludgeoned face, you ^ oe using your (left) and Healing (above) drain 


energy from your psi meter, This 
gradually refills, which in effect 
provides you with infinite health 
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proprietary Big World technology, has Pa i zl E vi 

S deck of cards metaphor trom irag, the 

slipped off the radar several times over v" 

i mission is to round up 52 members of the 

its four-year development. Briefly picked - 
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reassuringly solid. Interestingly, its andemic got those pesky morals sorted 

skirmishes involve players cooperating out early). Mixing loose controls with 


against Al opponents, rather than the crowded Interactive environments, the 


player-vs-player battles of PlanetSide 


game certainly has an extremely arcacey 
feel. Any vehicle can be commandeered, 
with ona notable scripted move involving 
jumping onto the skids of a hovering 
helicopter before disposing of the pilot over 
the side, Arnie-style. A more tactical 
element is prov ded by a rudimentary 
reputation system, which will 


playina cf the Koreans, Russians and 





Chinese, while additional weapons Decore 
available via an economic model - ( 
: ESsons are rewarded with cash. | be 
Offering a level of freedom absent from most military games, Mercenaries ditches strict i 
Citizen Zero is starting to show its age, : n the basic aarmmeplav where IM ac 
: : behavioural realism in favour of allowing you to approach missions in unconventional ways Vp, s capul giri aes 1 
but its impressive scope should ensure ambition will succes or fal and. at 
an audience on its eventual release Der bec rr vU et 


rat: GG, PS2, Xbox 


Call of Duty: Finest Hour — 


Devmoper; Spark 


Burnout 3 


Formaat co Xxx 
sie ster Eeemanic Arte 
Devesooen Criterion 


Y es, world war. two games were more 
common al ES than girs in Simpy 
T-shirts. In same cases, the two ware Bürnaut's new publisher is clearly 


eot bringing out the brash bast in the game. 
combined, as it seems a model Sat astride a bises | t 


tank cannon still works as an advertisement 


The delights of Crash mode have been 


3 enhanced with a new version that 
for the joys of war — but no such gimmicks 


fundamentally puts a bomb in your boot, 
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head-on collisions where you both 
broadside the same junction from 


opposite ciraectons. Thanks to EA finally 


The game concentrates on individual cosying up to Xbox Live, players on both 
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return to the battle of Stalingrad from the Hi eot 
game. From the moment you're deposit | 
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on the ravaged shore, it's evident Spark has 
ianaged to keep Ine explosive mensi 


kamikaze rushes before you pul one tron 


the hands of a downed colleague. 
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Tha number of troops on screen makes 
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Finest Hour an impressive achievement, You 


Spark's primary aim is to engender a fealing of intense pressure. The sheer number of 
only nave Minimal conirol over your mier, characters on screen simultaneously, both friendly and hostile, is a real achievement 


There are, as trilogies require, more cars, 

dp Shan TAN i more tracks and more graphic and 

but tha game invisibly draws you on, i ; à; 
m gleaming vehicular dismemberment 
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Area 51 


Format: PS2, Xbox 'ublisher. Midway Devetoper 


‘Inevitable Entertalnmmernt 





In Area 51, not only are the enemies mutants, 
but you're a mutant too. Naturally, this gives you 
the opportunity to try out varied attack styles 


A though it snares a title with Midway's the online deathmatch mode in which it 
poor ightgun arcade shooter of was available at the show 
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yesteryear, the new version of Area 57 looks Less evident, however, were the 





more to thoughtiul shooters such as Har- alien-enhanced mutations YOu pick Up 
fe and Leus Ex tor its inspiration an the way dunng the singleplayer game 


The plot, as ever, concerns a viral Another promised touch is the ability of the 
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suro isini solid FFS experience, at least in competitive genre. 


Format; PC, PS2, Xbox 
Pussshar: Eidos 
'sloper: Guerilla 





With ShellShock's release looming so close, 
hopes were high that the game would be 
available at E3 in an almost finished state. 

, it's still 4 little 


he edges — Guerrilla is likely to be 


Although the demo was extensiv 
rough around 
Doming midnight oil by the pint over the next few 
weeks. What is in pisce ls the game s ‘60s vibe. 
The soundtrack has plenty of instant recognition 
and the soldiers sound and swear as they should. 








Brothers In Arms 


Format: PC, Xbox Publisher; Ubisoft Devélone- Gearbox Software 


W ith the world war two firstperson dividing and directing the squad through 


shooter dins SST: — like fairly blunt Commands — the garne design 
the Ee e war genre — as one of those relies on the readily apparent team Al to 


handful of staples that publishers latch on to sensibly interpret your orders. As such, K's 
at any one time, the race to differentiate ts simple to order covenng fire or an all-out 
on. While E35 big-screen trailer initially gave assault, and see your squad respond 
Uu peg bogged down in the 


bles dm Cumt oie es Sees cer Y p ro PET aes Gl ees jm 
ollow tne Spielbergian cinematic minutia of deployment. Enemies seam to 


the impression that Brothers In Arms would without yo 
biockbuster route — and it is dpi cally behave similarly and this, combined with the 


strong — closer inspection reveals a deeper 


suggested modelling of morale jor each 


emotional hook based around immersion In soldier, should aive Brothers In Anns a 
human dimension not often ca 


Players assume à leadership role, in squad-b shooters. 


a Sen. of young troopers and comrades. 


E 
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Brothers In Arms isn't alone in attempting to 
humanise its war stories, but it seems more 
credible than most when asking the player 
to empathise with the game's characters 
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Combat Elite: WWII Paratroopers este: een 


ser: BattleBarme 


T unconventional spin on the WWI fervour 
gripping E3, BattleBorne's title drafts the 

ubiquitous Dark Alliance engine into military 
service. The resulting game is a less knockabout 
affair than its dundgeon-based brethren: if you 
don't crawl, dodge and conserve ammo like your 
life depends on it, then even one German will 
prove that it did. It's a more measured approach 


that bodes well for the final game 
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The princes new, more ruthless persona give 


ry 


you greater confidence to tackle multiple 


a 
enemies by chaining moves together in slo-mo 


ce can now slow combat to : 


ether, resulting irr & flurry of thing 
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Nova's animations are remarkably fluid, 
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future as the female Sam Fisher seems assured bisoft s meaner, muscled-up prince has — have survived the makeover, and tha 
| the chiffon ar iCguimed carne seems sound, if melancholy, Vherea: 
i | n reminiscent of Miota last year we had to point unacquainted 
first revealed in E137). While the 22ers toward a refreshing new title, th 
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i «orasmansnip al api the ingustry s Interest, or sim 
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The main cause for concern in Psi-Oos is that the The much-touted mystery feature of Accam ': 
jam get in the way of the playing. Toying otherwise conventional thirdperson snoote 
ith the physics — blasting à cupbDoard door af turned out to be a ballistic interpretation of the 
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therefore yoursel) across d gaping hole - is so player to enter an al-destroying gun bailat, or 
much fun that the meat and potatoes of gunpla release it in bursts ta bring down individual toas 
and switches is something of a comedown. If ts visceral fun, but woefully throwaway 
these humdrum situations respond with the same compared to the subtleties of Acclaim s other 


exibility, theyll put the game back in gaming comic-to-game property, The Red Star 





The Punisher 


At a tima when the line between 
interrogation and torture is the subject of 
intense international scrutiny, along 
comes Volition's take on The Punisher: 
an adaptation that stays true to the 
vicious amorality of tha comic. Alongs:de 
the usual tropes - twin weapons, 
bullet-time, awkward camera - Its claim 
to fame is the interrogation move, which 
allows you to grind your gun butt into a 
prisoner's head until they confess. 





Other interrogation techniques use the 
game's environments - pirhana pools, 
wood-chippers and sharp, hard kerbs 


otar Wars Battlefront 


ma rom humble clones do mighty armias 
F.. After inauspicious beginnings with 
the disappointing Clone Wars, Pandemic 
is poised 1o have a stellar year. Having 
established its credentials with Full 
Spectrum Warrior ip 98), and shown its 
ability to generate the freshest IP on show 
at ES (Mercenaries, 088, and Destroy 
All Humans, p65), Battlefront is now finally 
demonstrating how well it can adapt to the 
rigid restrictions of a licence. 

Battlefront was set up for four-vs-four on 
2 PS2 LAN, and its bank of screens drew an 
adoring crowd. Although on release the 
game will support up to.64 players on PC, 
and up to 16 on consoles, even with {ght il 
Was casy lo get a sense of the heat of 
battle. Environments are perfect recreations, 
and the joy of the icence is that you - and 
all your opponents — are already schooled in 
the tactics at your disposal. 

Particutarly gratifying are the vehicles, 
which encourage players to team up as 
pilots and gunners. Pandemic shows 
every sign of delivering on what 
should be a very easy sell, 


X-Men Legends 





and Colossus. Switching between them in battle is a simple matter of pressing the D-pad 


Format: PC, PS2, Xbox 
Pubisher LucasArts 
Developer. Pandemie 
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As well as the instant-action battles available on the demo, Battlefront's galactic conquest 
mode will allow players to callaborate on a more strategic offensive against whole systems 


age Ee 


Format: PC, PS2 Xbox 
Publisher Activision 
Develops: Raven Software 


ue -Men ians have been ifi. served Dy 
X games in recent years. Legends looks 
as though it will go a tong way toward 
righting those wrongs with a new storyline 
drawing on various strains of X-Men comics 
as well as tha movies and cartoon series. 
Touted as an action RPG, Legends’ 
depth skews it towards devotees of 
roleplaying. Playable characters include 
most of the old favourites, all upgradeabie, 
The idea is to pick a four-mutant team with 
a range of skills and abilities, You can switch 
contro! between characters, while the rest 
follow the instructions you set for them 
While this is definitely one of the fastest, 
most explosive HPGs we ve played, mutant 
powers don't exist merely for aviscerating 
enemies — each mission presents a set of 
more cerebral, environmaent-specific teasers 
with a number of solutions. Hemmed in by 
Sentinels, one of your X-Men may be able 
to blast through walls, fly over them, teleport 
or — if you must — eviscerate the enemy 
hordes with an Xtreme attack. Coop and 
deathmatch modes only add to this 
already meaty expenence. 


Dead Rush 


Format: GC, PS2, Xbox 
Developer: Treyarch 


Your city is overrun by zombies, mutants 
and undead beasts of indistinct 
evolutionary origin, but instead of 
cowering at home you've got to zip 
around town in any vehicle you can find, 
collecting parts and weaponry to recycle. 
Using vehicles as weapons against the 
mutants looks hilarious, but they will 
retaliate by attempting to drag you from 
your car. And they'll keep fighting after 
decapitation. Driver with zombies, then 





In or out of a vehicle, your mission is to 
scavenge for car and weapon parts with 
which to stem the zombie/mutant tide 


The Sims 2 


age he Sins’ transformation from Little 
T Computer People simulator to larger- 
than-life character, well, simulator is almost 
compilata. While the visual finesse of tull 3D 
is the obvious improvement, it's in aiming 
your sims deeper hopes and fears that 
Maxis nas mage its rea! breaktnrough. 
Listening in on a producers demo at ES 
amplified this, We took up the story of the 
cheating husband whose full life history had 
beer edited (via in-built tools) inte a rolling 


movie on the EA stand, Blessed for cursed) 
with the emotional profile of a bariy; thanks 
to his sleazy wants and fears, Don reauired 
little prompting to tempt an old flame into a 
discrete living room. But his fumbling was 
discovered by a sister-in-law, who rushed to 
tell his wife. The other halfs particular 
aspirations being more family-orientated, 
she shrugged off nis excuses and had a 
mental breakdown in the garden. Not à 
subtle psychodrama, but sufficiently 


convincing to drive a typical Australian soap. 
Emotional excess is also likely in players; as 
in the seminal Creatures games of 
yestenryear, you ll now see your sims bom 
and grow up (fast), with family units 
spanning grandparents to grandchildren. 
Whats more, the crumbles crumble. Scare 
stories in the tabloids seem assured. 
Graphically, The Sims 2 is shaping up 
nicely, with the sims’ hip-swaying and 
sashaying a jaunty step on from the stage- 


Farmet: PC 
Publisher: Electronic: Arts 


Developer: Maxis 


fright stances of the original. And almost 
imperceptibly, the shift ta SD has been 
achieved without evident loss of clarity — 
vital for retaining bestselling massmarket 
status. Less appealing is Maxis’ slit and 
symmetncal view of the human race. While 
old sims go a dignified grey, going on 
current demos thay re still blessed with 
model looks and size-10 genes: The Sims; 
Far And Ugy remains the greatest 
expansion pack never made, 
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Despite the increased subtlety of the sims’ facial 
expressions, the game is still heavily - and 
sensibly - reliant on icons and thought bubbles 
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Enrmat: PO Format PC 
Cold War Sublisher Dreamcatcher 2plishar: ether 
Developer: Mindware Studios Deveccor; Creative Assembly 
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Mindware has until Christmas to find a way to 
distinguish this in the overcrowded ‘realistic’ 
stealth market. The pleasing piot. concerning an 
American hack framed by Russians, provokes 
another bland round of corridors and stairwells. 
Stealth is represented by the usual preposterous 
method of crouch-walking right behind an oddly 
onlivious enemy, and the much-vaunted 
‘improvised’ weapons seem worryingly scripted. 


Rome is à game that has been revealing itself, 
inch by inch, far almost two years now. Smaller 
titles would be running out of things to show, 

but Aome has bulk like no other title. As well 

as unveiling multiplayer modes, Creative 
demonstrated in no uncertain terms why its 
blend of vicious hand-to-hand fighting. vast 
realtime battles, city building and political intrigue 
might just be all the games you'll ever need. 
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"at PC 
iblisher Sega 
Developer Climax Mattingham 


Our beardiest homegrown MMO 
continues ITs marcn toward bela, 
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Warhammer market surely expects to be 
given all the rulas, charts and number 


strings they can handle, 
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The engine is Glimax's own, and the 
models are rendered in fine detail 


Tribes: 
Vengeance 





Battlefield 2 has new engines behind | 
the scenes running the visuals, tpe 
audio and physics. This includes 
dynamic lighting, modelled bullet 
penetration and EAX 3D sound 
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Licveieomer- Irmrebonal Genres 


It looks like the Tribes universe is finally 
gaing to be done the justice it deserves. 


With the arrival of Irrational Games, 


the developer of System Shock 2, the 
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vietnam and second world war titles, while compromising interactivity. Briliantiy detailed tefine themselves with custom logos that 


the show s Duzzphrase was ‘sandbox character Models now give you an instant can also be applied to venicies 
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;reattvely with everything In ihe environment d commando, a heavy weapons expert or a loptional) directional arrows marking 
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FEAR — Freedom Force Vs 


eee The Third Reich 


Format PC 
ubisha matora Games 
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Heroes now join the fray without being 
instructed, although the basic tactical 
RPG rhythm of the gama remains intact 


Sid Meier's Pirates! 


Nostalgic gamers are set to get exactly 
what they've been asking far. Pirates! is 


billed as the 21st century take on Maier's 


1887 classic, and that's how It olays as 


you sail the hign seas, draw cutiasses to 


board a rival, and then celebrate with a 
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Weaponry will range from the usual assault 
variety and missile launchers to experimental 


futuristic guns, such as a sub-nuclear blaster 








You can choose a nationality and starting 
date, as well as a special character skill 


Dreamfall 





nd so the reinvention of the 
A point-and-click adventure Game 
continues. Much ike Revolution’s recent 
Broken Sword, Norwegian developer 
Funcom nas taken a from-scratch aporeach 
to the next game in is Longest Journey 
universe. Not a direct sequel - creative 
director Ragnar Tornquist prefers the 
‘spintual sequel’ tag — the story of Drearnfai 
is Sot ten years after the original games 
ending. with the twin words of rational Stark 


and fantastic Arcadia once again 
threatened, Previous heroine Apri Ayan, 
eft trapped in Arcadia for the intervening 
decade. will return as one of three playable 
characters: a second will be mysterious 
warrior Kian, and the main plots focus fails 
on Zoe, a young dropout from Stark. 

The main changes involve the game's 
control system. Now set in a fully 3D world. 
Funcom is committed to making the 
transition as accessible as possible. With 


this in mind, variaus controller setups will be 
available including jeypad, mouse and 
keyboard, and the posshility of a mouse- 
only option. In terms of screen interaction, 
movement is still controlled by selecting 
the location you want your character to 
aporoach. An equivalent level ot object 
Interaction to the traditional point-and-click 
interíace is provided bya thin vertical plane 
of fight from the playable character, 
something Tomauist has labelled a ‘focus 


None of TLJ's visual appeal has been 
lost in the transition to full 3D: veterans 
should be able to recognise the top two 
scenes from April's early journey 


field", Any item in the world can be 
Highlighted and quened with it. 

interaction wil typically be autarnatic. 
with actions such as jumping or climbing 
being triaoered by proximity when they are 
available in the environment. This more 
physica! aporcach sees less of a relance on 
inventory management. In one small 
example. when blocked by a locked door. 
instead of resorting to a lengthy key 
hunt, Zoe simply kicks it down, Nice, 
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Tabula Rasa — 





development cecigree. Designed by Umm: 
creator Richard Gamott with a studie 
comprised largely cf ex-Origin talent who 
cut ther MMO teeth on Ultima Online and 
the il-fated Ultima Vvorigs Onine: Origun), 
and funded oy Korean online giant NOsofl 
hasn't exactly starred from scratch, 

But the work ethic has obviously beer 
ta«en to heart on Tabula Hasa's design, ir 
addition to being influenced by exposure to 
their publisher's market. A technicelour 


sci-fi epic with eastern philosophy leanings 





and a combat system inspired by the 


oft-namechecked Soul! Calibur, It's certainh, 






Skills develop over time, rather than i i 
ei plas Ann m About that ‘sci-fi theme’: we 
mean the butterfly-winged 

horned horses, electric-haloed 


ie PUN :d Taga énd heroes and Yes album cover 

a Ks goo E landscape kind, although Tab 
emponasising user-dennapie clothing. HY Ras also sports some rusted 
goal s to create a more ayman Juicio metal dungeons for those easily 
rewarding MMO exrene r alarmed by exposure to colour 
succeed be more apparent when 
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Sublisher Activision 


LHS VEo per Lionhaeac 


: -—— dE —— - Ac : 1 — ee T: Movies' Sims-goes-to-Hol'ywood 
NOV 1993 |: | NN B . o ^ NN ; wy CRE oremise still sounds enticing, Much of 


the appeal lies in the details, implemented 
with Lionhead wit: the need to prevent your 
actors from causing a sex scandal on set, 
the fact that you begin at the dawn of the 
stent move era with primitive «I, ana ina 
Way YOU can take advantage of history Dy 
tamonnag scnpis TO popuiar opimo 


culty in previewing a Peter 





niayabie code is that he refuses Io 
countenance the ssible, PC and PS 
exchanging conte Were aennitel, 
Dkina into i,” ha grins. It's therefore ou 
ta get a sense OT now muucn genuine 
freedom The Moves actuary orte en 
] failing cinematic epics, Genres appear to 
As if creating Citizen Kane meets à 
Predator wasn't an exacting conssi of stock costumes and scenar 


enough task, you've got to 
rescue key personnel from rehab 


uch can be cross-pollinated for 
sement value. but otherwise coud 


WILD WEST STREET 


prove Iming if you were expecting a movie 


rods 


-A j a uu. TE a s 
version of MTV Music Gene 
nnns m n i^m, at Tha A Aea ne ae Taa 
Instead, think of The Movies as heme 


Park for aspiring Weinsteins, and you 


shouldn't be disappointed, 


oplinter Cell 3 Dragon Age 


PC, Xbox, P52 Ubisoft i cr Ubeoit Montrea FC PC i TEC 
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na guards and cursing your I ptude adwvantaae - fut the relentlessly 


you raise the alarm. A tangy relish is one-track pace may yet grate. 





Dragon Age promises the option to select not Just your character type, but your character's 
back story and motivation, encouraging multiple story arcs from the quest's vary beginning 


RS tl ss looks assured D&D conve | tvative race 
j ep n, i CT «ELECTI = 
ith b Jao nad HERZ. jszes, et al hal jr-ar toesr own 
Balours o er| iere tne developet mmearsed in a na that 








213 VEN | i! 5l ings, ad 
7 : [ to UWS rand-nesy eng lv welcome 
[Iu Sc a P] i ES "WA a "3 T 
As these screenshots demonstrate, Splinter Cell J's appearance at EJ was a last-minute Varr D - T ET ea TQ Hee Eo ; EA 
f : «LLL us Cal TL scr | St 1 W vell e E Ii t ci VH- ZUR AS JUI EM, [I m rip 
decision; there was little for Ubisoft to reveal, apart from the fact that, wall, &am Fisher's in it T : : : 
It? The mulli | res cor NVVN ar an keen ur iru Jaca 


The Witcher 


Format: PO 








PFubusner. TEC 


The Witcher oscillates betweens scenes of reflective, story-building atmosphere and frenzied 
battle scenes, in which your choice of predetermined fighting manoeuvres becomes crucial 


RA of ith Poland now a member of the EU, 

'W the headine-grabbing nature of 
eastern European game develonment 
should be a thing of the past. Still, the 
conversion of erstwhile game publisher 
GDProjekt into a high-class RPG studia 
remans newsworthy, nol least thanks to its 
licensing of BioWare's Aurora engine. 

Based on the morally ambitious fiction 
of Polish writer Andrzej Sapkowsk:, The 
Witcher contains a numbar cf irinovative 
features. Most obvious is the combo-based 
battle system: players can select uo to eight 


moves, which when correcty triggered 
create powerful attacks. The other is a lack 
of moral certainty, something charactensed 


by the role of the Witcher Brotherhood itself. 


Akin to mercenaries, they are typically paid 
to nd villages of monsters, but you can also 
act out of a spirit of community to gain 
information. Eaually, t is possible to kill 
almost all the NPCs in the game, although 
over time this will clearly make them less 
likely to help vou should you require it. In 
keeping with such flexibility three 

diferent endings are promised. 


Call Of Duty: United Offensive 


Format: PC 


nowing it's on to a good thing with this 
K impressive competitor to EAS Medal 
Of Honor series, Activision surprised na ane 
with tha announcement of an expansion for 
its groping WWII-themed shooter. As with 
the initial Call Of Duty, United Offensive 
features three campaigns. each depicting a 
few hours in the lives oi a soldier fram 
Britain, the US and Russia. 

As ever, the game will rely on artfully 
constructed set pieces. As a hapless 
Russian conseript, you'll be taking part in 
the biggest armoured battle ever fought — 





Pubusner: Activision 


Developar: Grey Matter Studios 


Kursk, Fleaing from transports being 
dive-bombed by Stukas, pernaps tne most 
frightening experiences yet await, as the 
Germans close in with flamethrower. The 
unusual Bntish missions begin with you 
manning the gun turrets of a bomber on a 
revenge raid over occupied terntory, having 
to keep fighters at bay. The tension is kept 
up as you switch turrets, but disaster strikes 
as the whole rear section of the bomber falls 
away, ieaving you to fal to earth — but live to 
fight another day. More of a good 

thing? We can't say no, 


The dramatic level that takes place aboard a B17 bomber sees you desperately switching 
between gun emplacements as your comrades are gradually picked off by incoming fighters 


World Of Warcraft 






Blizzard's decision to give WOW 
a rich, hand-drawn look has 
drawn distaste from some 
quarters over its technical 
simplicity, but it's instantly 
recognisable (and enticing) 

in the crowded MMO market 


Vampire [he Masquerade: Bloodlines 


O ne of few singleplayer PC RPGs on 
show at ES Vv z amor Be aims to Mend 


elements of the traditional - being based 
on a pen-and-paper system — with vivid 
design and impressive technology. Being 


"rstiperson, ang the ^irst game to nave 





licensed Halr-Lif c 
certainty garnerec ida ew extra column 
inches, d RPS specia st Troika certainiy 
hasn't wasted it, with naturalistic animation 
and lip-synching paliar noticeable. 
The Bipoalnes subtitle refers ta the 
variaus types of vampire you can choose 
to play as at the outset. Each is distinct 
and has certain strengths, so In good 
aa-tashioned RPG fashion you re able to 
act as you ‘ike, whether that's ripping 
everyone s head off or charming ther pants 





bilities 


off. Gradually learned and improved á 





OM T = $ E ey ea 
lacilitate ESS and there seems to bea 
good balance of dialogue exposition, d oue 


solving and combat, wit^ multiple paths to 
progression. Though guns are available 
along with most other weapons you can 
imagine, we hope to use our natural 
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armat: PC 
—-uplsher: Vivendi 


Develcmer Blizzard 


N oO OUDL aware c at tne nac scessbility 
nost Onin a RPG 133, Bii (225 i "e a Hy 
constructec a persistent universe as tnencdly 


Lin 





and as easy to assimilate as one of tha s 





strategy titles for which it became famous, 
Equally never a developer to be rushed "S 
taken its time to let the currently ongoing U 
beta iand forthcoming European beta) to 
test every aspect 

The mechanics dier little from the genre 
norm. You create a character — dwarves, 
trolls, ores, gnomes and more — and pick a 
typical fantasy class. [asks, QUESTS and 
crafting are all fairy predictabie, but VVCVs 

resentation Is what sets it apart. An 
nterface free of clutter and confusion makes 
t a welcoming experence, allowing you to 
earn the ropes as you progress, rather than 
throwing it all at you in the openina minutes, 
|^ mymcit 


(s i IUUD | 
Grouping with other piayers IS positively 


encouraged 3 more "e ng quests, 





While race-specific towns and strong overall 
visual design mean VvOUW is also oifering an 
unusually atmospheric experience. suffice 
tto say, Its given the creators of 


competing titles plenty to think about 


Punlisher; Activision 


Developer: Troika 





Traika's artists have certainly 
taken the jump from isometric 
fantasy to firstperson gutter goth 
in their stride; we hope the 
appeal of the Vampire universe 
hasn't gone out with teased hair 











Capcom s Clover 





"ile Capesim’'s estaciisnrment of 
clover Stud os, an independant 
company heades by Atsushi macs, 
haz been announced n Maren, ar 
official areas conferanice was not to foliew unti 


Auri, Ths Shibuya avant cpaned with a surpnsingly 


frank. *dewrbea, address from Capcom GEO 
Kenzo Taujimato, who chose nor to skin the issue 
of Capcom s. reze^t iranda dicatis: Wir the 
Japanese games "nar«e* it cecima, and in his 
opinion ro san of a recovery in sight, ha *eeis the 
trm must rrske Craparations to survive the curent 
climate anc eneou sge tutu'e arowth. As many cl 
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Caccorm's popular licanzes reach t^e end of their 
cyces, a “ew bread of games is ~ecessary - 17e 
cue for haza to iInvoduce Clover Bugio 

Medd so wih an aply icijósynoracic 
presse “elev? a Som Tansee y Cutan vas 
OSTEND te serva as a crojecton screen, win 
inate s:andng zehrea il The resulting effect was 
ol the producer zaing inside Te poecied 
asmens, ss a statement of Glovers i^te^t to 
delve: onginal content. “hough the cresentation 
provider a primer in Covers game sesgn poacy - 
refocusinc games om garners, recaptunng the 
essence of gaming = twas ihe fre screen that 


was togat tre audience *ul attention, armonga 
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28. but it has more to ofe" ae 
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Studosdsimost "acodgnisec nares nave 
moved to the new sca 


The intaductor cer, maca cdscossec tra 
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Victory in boss battles leads to the world filling 
with colour and the return of tts animal life 
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Intentionally, Qkami's restored landscapes - all peach sunsets and cherry Blossom -look good enough 
to hang on your wall, And, as with Viewtiful Joe, the game is even mare captivating when it's moving 





Q&A: ATSUSHI INABA | 


PRODUCER AND HEAD OF CLOVER STUDIO = 


hy did you choose Clover nany things. Sut | thn that Cacsor has 
Studio as the name of the cecome E huge crand, Wita this size and 
new company? fare, It S$ not easy fo move In terms c 


Clover is t^e combination cf two ideas: ereat on, At Production Studia «à we hà 
creative and Over, Ins has oeen oes Gneci In ven. Special Ideas (Nat were rot aways in 
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io about thelr common orgs: OTKING &gainst the comgary's image, So, 
-"r"oductioo Studia $4, The four saves ol the With Clover Studio, we wanted ta divide 


clover are also an Image of happiness o Capcom's brard, Users wil "c: sae our game 
qE gea is Thal creators ae abe ag a tradilions! Vancom. gare, Out as a 
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enjoy [rue gaming expenences irink Ah, yes, ats a Clover Studio came 
We want to brig original cantent te the 
Is Production Studio #4 still active, or has Jame ca mmanity. If «s stayed nane Capcom 


the entire staff moved to Clover? Ave SOU T explore He Creative wavs we 


B LI > m = = 


ene idea IS that Cra " TVA 'aurding Clover € do. Jaczon, we could take three years 27 rrore 


| a to develop agame. ve were not that 
game E - wan avs ar e b te reoccuoied by the financial aspects of ou 
la | a oae eroject - we ceulo be in dericit, bul we knew 
«com the market. Th; No No le to cre soci = we cou be in defet, but wo kne 


Pr under pressure T is, but this is not someteina we wanted tz 
bout 120 néerle at Prodcon Sud S benefits pla re creation of Cover Suto, ths wood b 





r& Were a aa people who wanted | How would you describe the fundamental selfisnress. Ve want to create. Sut at the 
s mmedciately "hen we as«ad eac" differences between Capcom and Clover same time be entirely responsible "ar ou 
ia" Member if he or she wanted to try TE Studio, as developers? actions 
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In many ways, this seems similar to Sega's 
restructuring a few years ago - forming 
'independent' studios based on the 
in-house departments to shift the financial 
risk. Is this the same process? 

Wo. tis very diferart |^ reality |^ Sega's case 
they 'ranstórmec entire departmarts into 


mipa^ies twas ust the legal nature of me 


tment? ina change oc c i 
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Previously, you had many successes 
inside Capcom, and had the freedom to 
develop a high-risk project like Tekki. Why 
create an independent company? 
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The Earth's life force returns in a storm 
of brush strokes - even at this early 
stage it's obvious Okan isn't pulling 
any punches with its visual signifiers 
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What difficuities do you foresee tc-use the enti"e staff and more to deveiop a 
developing within Clover Studio, new Biohazard Wits a oroject like Vievehfu 
compared ta within Capcom? Joe, t becomes ysis, Vie car haye a certain 


Well, | think that the ‘risk factor i& going tc balance ir cur working process inside the 
become 4 big factor in cur wore, For instance, company. Now that does not ean | don't 
tia qong tone imoossiblato make games want to develop on some of our past licences, 


[eoi I ala + pa s THY = à ü e ^. oe A-9568 m or Vm pu ct Es y r miji 
ka Terk! Thatis for sure. But that aces not but eur main desire is to deliver ongina 
mean we willbe controbed oy ts risk. Ve cantent. rev expernences, 


have to think ciferecdy and this & zne cf our 


object ves right ^ow How does this affect Biohazard 47? 


Wel, tois & a special case. Shin) Mikami is the 


“Our main ob ject V is director of the game and he wil Insh tin 
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Ve will not beable to enjoy the same | NN | 
comfort now to develop our games. in this dve right no 


diocutenaviraonment, Wwe wil develop our 
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strength, Wurm sin opiective is ta prove Su ^peration with Production Stucia $4. ve 
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aotential, So we have tc define what can g are actually sending some of our staff to work 

anne formo tema ee uut haos ^n fe game wih Mikami at Procuction 

CEnnal $35 020 Aah e Se oe [pee an T8 came ir v Les cl Libet l 

right now, | dant know now many years rt v studia #4, 

TEE r3 rr Tea TP J = 7 


potential will te recognised, giving us mora And if Capcom decides to make a fifth 
Weont with Capcom, But for that, we need 1 instalment of Biohazard? 


lake al pss pss games; B. s would not 8e cur problem any mere. 
j= - - - = ta = jm alh ss eo à 2b Cre . EA rA — +A p "exo 
Les] VEL LC NS VEL Dire See TC lez LL hink Production Studio #4 would bein 
sta T ar ae al oggsr projects charge of that 


Developers such as Mikami and Kamiya What position and priority will Kamiya and 
are associated with very popular, Mikami take at Clover? 


successful licences. Will Clover Studio hey are ‘simply’ cirectars, They only wv sh to 
continue these? create games; nothing more. Of course, they 





Though arguably less attention-grabbing than that of Joe and co, Okami's pramotianal artwark still 
leaps from the page and has the same sort af charm and sensibility as its sister Clover Studio title 





— 


‘Let's rock, baby! meets 'Henshin a-go-go! - 
two great catchphrases, rightly together at last 


add their personal aura to the games they 
deveicp and to our company. They will 
become the company's face in many aspects. 
| mean, l'm not creating Okamy, it is Kamlya's 
craalion. Bul inside the company, they are 


Just GI Sctors, 


As studio head, will you still be involved 
with creative work? 

Wil cantinue to produce games. That's tor 
sure. | will be in charge of many aspects of the 
company simultaneously: president, finances, 
producer... but | will keep trat way until | feel 
Ine company is stable. Plus; don't forget that 
there aren't that many of us at Clover. | think | 
will face quite a cx of stress! But [ve accepted 
this. | think this leaves the others at Clover 


more comfort to do their job. 


Will you be running Clover differently 
than you would have run an internal 
Capcom studio? 

Nor reuch, | aive a lot of freedom to the 
peogie workeng with me. As jong as | get the 
expected result, It aces not matter how Ine 
peonle get to it. t ^as been the case even 


^ n ^. 7 => D gem. mo. e. E -ij d 
When we were at Production Studio #4 


Have you felt the need to respond to 
criticisms of the original Viewtiful Joe in 
developing the sequel’? 

With the first viewing Joe, we started to work 
on the design and adanled pay mecnanisms 
arcune it. So, sometrmes tne srionty given to 
ie design ;ammed' the game experience. 
-orexanmple, the sreracter ^ad snort mands 
and leas; That rade fianting dificult eecauss 
his punches or kicks would not easily nit 
adversaries. But this was a cnolce we made 
from the start. With wiewtii Joe 2. we do no 
Infena te correct ths. Te us, Wanito Jos is ar 
accomslisnment of cne style we wanted to 
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rAd IF 


develan at that tree. Wich the sequel, we 


want tontmduceaneina: Sxpensnce. 


Have you been surprised by the game's 
positive reception in the west? 


Gh. ves! Wis were socsyprsed! The deme as 
m VES vue Were SOSLU ENSET I xen rk dod 


ver appearec arc been awardec in USA 
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Tecay It got many awards. natuding an Edge 
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Kamiya suggested the introduction of Dante into the PS2 port. 


balance since Dante was really strong,” 


‘much! When we went 
Saw that It was well accepted b 


gamers but we rn vght it would be. 


IO EO, Wwe S 
ever tha 


praised so mut 


ls Viewtifu! Joe 2's multiplatiorm 
development a concession to the 
American market? 
The market l5 c.n iS. 
platform and releasi 
vould be difficult in terms of business, 
i n the US, We can 


n't-control 
hardware success, We can only 


mean, PS? is the mari 


on GC 


na the game anly 


choose the 
arget of the game, Plus, we really want as 
cur games 
to come. But that cies not mean we will only 
develop for the largest 
Nintendo has beer 


rm any play ‘ers = zc p es Se TO 3. enjoy 


platform on tne market 


Mlle demeure ririri e 
this far with Oel lem a 


cannot be dismisses 


ets only strenath. That 





Okami has a strong Japanese theme. Is it 
intended chiefly for the Japanese market, 
or do you see it being a success overseas 
as well? 





ES 


1 f" prh 
siie to develop tts conso e 


wa want tz | 


"| thaught that would break the game 
recalls Inaba, "but he insisted, and the result was very fun" 
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Okami, 


cel-shaded visual style: will this be a 
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like Viewtiful Joe, uses a 


eh as a wall ts 


Ine 


characteristic of Clover Studio games? 
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ve needed something very 
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managed to de 


EET LH RUNE E pT E aes ee al 
Hn tÓismeg:ezxpeaere mma, 


WAR ee 
wor a’ 


It's still unclear how much of a ‘new experience’ VJ2 will be in practice, but Silvia's cheerleader-fu 
certainly can't be accused of lazily aping action movies, Or cheerleading tradition, for that matter 


Eom Jt LR 
projects needs, In On 
to clera very special WS. 


Japanese t ad lio^a 


nat aur trad eT ar 


ue Sng 


But cel shading s 


Okami seems highly original but equally 
high risk. How do you intend to manage 
the balance between originality and 
commercial success? 

think it-s the same preben faced cy 


mil oe, We oravec tcan be done. and 
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successiulv. Me tls 
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aarnes on the tuture may sel one T, 00 


sey ree HH ues CUm EID ze ika nme 
cones. f we develop several games like Tex 
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nstance, Wersed to have the game eroysc 
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Do you have any plans for Clover beyond 
Okami at this stage? 
Wel is tne tme when v 


WE Bre Spee rig a iot 
iboul what lo do ^ext, which way taga, 


ze E coursa. we can't say anything for thi 
mament, voat | can. say is we sre very 


nterested zy new t 

this Is no surarise 
3ut we salh woulo lke to Toy these new 

Macrines, even onae. to. exparience It. to 


TP talking about toth 


learn, 70 Test things. 


home ana portable conscies. sve don't 
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necessarily exclude one corscle Vie are 





Ted oy ai ot them, 
Many believe the next generation of 
consoles will require hundreds of 
developers to produce a single title. How 
do you plan to develop for these new 
consoles with a 60-person studio? 

Of course there are things you can do, but 
hare are also thin cs you 
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nike movies or music, videogaming 
hardly values its history. In history's place 
it has ‘retro’ — approximately ‘anything 
more than ten years old’ — plus Atari if 
you're American, or for Brits the Spectrum. 

Videoaaming is so busy looking to tomorrow 
(with ona eye on today's charts) that it only looks back 
to namecheck the ‘golden days’ — that mythically 
perfect early-'BOs period mixed up with puberty and 
first cars. But lumping the past into a colour-clash 
daydream is flawed. The history of videogames - 
while hardly a tale of sex and excess — has value. 
Without an awareness of where games came from, 
it's hard to see what's happening now. 

Relentless topicality misses the point when the 
point's not clear for a decade. Who guessed at the 
mod scene that would germinate from Doorn's .wad 
files? Who played the original 2D Grand Theft Auto, 
spurnad as old-fashioned, and imagined the impact of 
Its sequels on half-a-dozen genres? And who thought 
in. the 'BOs that a low-prafile PC developer on tha 
unfashionable US east coast would one day seem the 
prototype for 21st-century game development? 

Unfortunately, Looking Glass Studios didn't get far 
into this century; it closed in May 2000. But in a little 
over a decade it invented the firstperson 3D genre 
(Uima Linderworíd: The Stygian Abyss) and the 3D 
stealth genre (Thief, and made a stab at the first 
squad-based tactical shooter (Terra Nova). And that's 
just the big stuff. Looking Glass was all about the 
detail, So what made the studio so special? 





Burning down the house 

If Looking Glass Studios was a rock band, it'd be 
Talking Heads — intellectual punks in respectable 
clothing, mixing up genres without forgoing fun. Or 
maybe The Velvet Underground — perfecting ideas 
others weren't even looking for. Working on the 








RAISING A GLASS 


Turning out firsts like other studios turn out this season's football kit, Looking Glass' best games evolved the game artform... 


ULTIMA UNDERWORLD: THE STYGIAN ABYSS 

(PC, 1991, Origin Systems) 

The game that preceded the FPS genre. even Wolfenstein 
3D's creator John Carmack is said to have been inspired 
by an gary demo. Certainly, as the first fully 30 RPG with 
novelties like bridges and levitation spells, the smooth- 
scrolling mult-hued Liima Lindervorid fully realisad 
Meurath's ambition of combining classic roteplaying with 
cutting-edge technology. 


SYSTEM SHOCK 

(PC, 1994, Electronic Arts) 

A croundbreaking firstperson achonvadventure set on a 
denopulated space station, System Shock was a vast 
qamespace of levels, weapons, equipment, problems and 
eyen a Cyberspace altemate reality to exoiore. Oh, and 
zombies. Survival horror meets Lilima Lincdenworkd via 
Wiliam Gibson, Deus Ex tans bow down at that game's 
Spirrtual forefather, 


TERRA NOVA: STRIKE FORCE CENTAURI 


(PC, 1996, Looking Glass) 
In Tera Nove you choose the nght squad members, gët 


them equipped, and then speed forth in sci-fi fashion across 


three planets (with varying gravity), issuing orders and 


hearing the anguished concem of your squad mates when it 


all tums sour - years before Feinbow Six or Spec Ops. The 


engine handled wide-open spaces but was graphically fuzzy 


(and used Sprites) Tema Nova was critically adored but 


THIEF: THE DARK PROJECT 

(PC, 1998, Eidos) 

Looking Glass’ last great experemental breakthrough, Thef 
gets you thinking as you apply steath over frepower - a 
chalenge that equally vexed its creators. Maing a game 
Where you avoided combat at the hesant of fimtperson 
shooter fever might seem perverse. but this original 
firstperson sneaker was celebrated, and its quiet tootsteps 
echo today in countless games. 


ULTIMA UNDERWORLD 2: LABYRINTH OF WORLDS 
(PC, 1992, Origin Systems) 

Loong Glass might have been innovation-driven tut it 
wasn't dump, and it Quickly provided a sequel to the original 
bestseller Technologically a refinement, the plot is better 
integrated into the wider Cita storyline than the first. 


FLIGHT UNLIMITED 

(PC, 1995, Looking Glass) 

One of those rare games that made you drop your coffee 
when you first saw il, réal satelite image data was the 
bedrock of Fight Uniinited’s detailed Terrain, It immediately 
made Microsoft's venerable Fight Simulator senes look just 
thal. The physics moda is so reaksie that real-lte flaws in 
the planes’ handling emerged quite naturally. 


BRITISH OPEN CHAMPIONSHIP GOLF 

(PC, 1997, Eidos) 

An innovative golf game — we kid you not. Like many 
Looking Glass titles, a reduced scope (there are just 
two courses hare) enabled the designers to up the 
detal and atmosphere. Neediess to say, the golf ball 
is physically modesed. 


SYSTEM SHOCK 2 

(PC, 1998, Electronic Arts) 

Largely developed by Looking Glass veterans at irrational 
Games, System Shock 2 was even more frighteningly 
atmospheric than the onginal, and, thanks to the usa of the 
Thief engine, audio now played a bigger role. Perhaps too 
austere for the post-Half-Life word, sales unfortunately 
faled to match the cntical plaudits. 


THIEF ti: THE METAL AGE 

(PC,2000, Eidos) 

The last game completed by Looking Glass, Thief I! pushed 
the sneaking template to its limits, ditching the onginal's 
fantasy trappings tor the closest thing we're ever likely to 
see to a madioval crime simulator. The finely painted world, 
complete with greed, avarice and suffenng. was perhiaps its 
greatest! achievenment, aeagh some gamers complamed 
that they spent too much time observing it from the 
shadows while waiting for a guard to budge. 








men- rfas"icnatle FC platform, and being 
based zne^y e New Hampshrse and then 
Camb'idge near Boston - far from the US 
industry's west coast hangouts = was 
zertainiy citeal tà tra stucic’s eventual 
make-up, Fer one thing. 1 encouraged a 
better standard 6! job asctcant. 

Pau Naurach - a veteran of Aichan: 
Garriott’s Origin Systems — “curred nis 
studio in 1930, naming it Blue Sky 
Productions. Neurath was areacy lending 
genres in his final Origin game. Scace 
Rogue, anc he wanted to do sometnina 
similar to RPGs, 

Experienced garne arist Doug Wike 
soon jänes: together with a couple of 
program mars and tren, ccucialy, Neurath 
hred young MIT graduates Dan Scmmior 
and Doug Church, Tha lattes helosd Bue 
Sky gain its areates: asset - smart young 
ceople. Whie Church s St pairs to por? out 
tha: Bus Sky wasn't ac MIF clique. the fac 


bourse ang proved decise; Warren 
Spector weri on to wor« with Ine stude “or 
several years, and Is joday synory Nous with 
Loo«ng Glass. despite only joining 2s payroll 
“Ull-limne fora litle over a year in * 996. As an 
extemal orcaucer, Spector says he was 
"racid:y enthusiastic.” 

Warkine wer Lookng Glass was one 
of the nest experienc es of my lile," he says 
"Ailani from the stan There was a sense (nat 
it was gong to change the wold. You cous 
feal c. Everyana tet it. 

‘Paul Neurath was a real visionary ans 
edqualy important, He «new enough to hire 
incrad:-bly smat peocie, Sone of tha 
testers o^ Underworng wee MIT PhD 
cancdates! Fos crazy is Path Buea Sky 
was made up ot a bunch ol kids. reat al 
new to the gamas business, too young te 
know what trey couldn't do." 

It's hardly usual for a cevelopme^t 
sludo, even today, ut many Sf iese ongni 


"They were extremely passionate and debated 


topics like *: 


simulation vs emulation’ as if the 


honour of the Klingon race depended on it” 


is thàl Naty saly recruits dd Pal frorr 
Boston's Farvarcl-ab-ni-tacn. 

The orignal Blue Sky tear was smal, 
and early testers were drawn from Chursh's 
MIT housemates, tallow band members and 

ven Ms Frisbee tear". Mest were later nired 
en or crisi 

"Paul set an early tone that was about 
iust findina ways to make interesting games, 
anc not vrorying much about Genres or 
exist proccss or where t 77. says 
Church. "At firsz; “ew people had real 
industry expenance, People renemberec 
games they'd clayed botore college, knew a 
o accut current technology, and thed to 
igure Out what sort of game expenences 
mignt be cossibla, 

Thanks to work by s PC programmer 
“amec Chris Green, Neursts’s nascent RPG 
soonr bossied an industry firsi — texture 
mapang. imcrassed. Crigm otterec Neurath 
the Ultima franchise and another die was 
cast. At first, Pe omens weren't good - 
Origin want theauch two Ultima Underworld 
producers i = ite over a year, and Blue 
Sky beger woryrg. But the chic proqucer 
Specially: rome ey Neurst^, stayed the 


young ings were generalste — 
prograrrmedesigne’s. mosictaty 
pragranimers ana sco on. Typical was 
Seamus Blackley, «no woule later tna 
lane ass iha prime over Pond [^8 XST 
Bigckley into remembers ^is interde 
far comprising tough techincal questions 
islltwed by a Fishea session) says tre 
company;'s lalent cosl meant that: "The 
ose pressure 15 exce was immense, but il 

was also comlort ng cecause we were 
erally mvertng 3D garreosy a5 we 
went - along with aot c other hos - 
and vou nesaded an astounding crew to 
make t happen. " 

rom the stat il was a maulti-team 

studio, «wit? stalf chopping and charging 
between projects, Between the "ira 
emphasis, the Origin contacts and a merger 
with Neurath's old comrace Nec Lemers 
company — which crecictatad re same 
change to Locking Glass - impressive talent 
came into Ine-studios oro. To prox one 
example, ater arriving vitn Lerner, Mike 
Ku as and Matt Toscnicg oath payed 
varying roles at Locarno Gass belore gong 
on ta found Descent-creater Para lax 


LIFE AT LEGENDARY STUDIO 
NO PICNIC: NO. 1 
The heat is on 


"Like all developers, we'd work really late 
into the night, and this being before the 
tech boom the buiding we were in would 


shut off the air conditioning and the 
Blevateors," remembers Seamus Blackley. 
“We'd be trapped, and in the summar 
with all the computers rt would get to 100 
degrees at 80 per cent humidity. Hell, 

But the creators of System Shock could 
hardly accent ther predicament. “Yeg 
set up a system of fans blowing from the 
fire exits into the offices and around the 
halls — an amateur HVAC systern," says 
Blackley. “Twenty young developers 
awake for a week at a time in a dark office 
in a nameless corporate park sweating 
into their keyboards, creating the future." 





LIFE AT LEGENDARY STUDIO 
NO PICNIC: NO. 2 
A tale from the underworld 


“The last few months of Lindernworld's 
development were the most personally 
and professionally satisfying time of my 
life.” remembers. Warren Spector 

“Paul Neurath and | determined that 
the only way to bring Ultima Underword 
to completion was to get the team out of 
the Blue Sky offices in New Hampshire 
and mto one room, SOmenace closer to 
Cambridge, Massachusetts, where they 
all lived. Distractions and travel time 
were killing productivity. 

^L ended up moving to Cambridge. 
āng basca hved with fie team oo 
draughty basement room in a government 
welfare office. The entire team squeezed 
into one room, dragging beach chairs 
down there and proppina their keyboards 
in their laps. We had to stuff towels under 
the doors to keep the wind from whistling 
through the place. A fax machine was our 
ink to the outside world. 

"In that crummy little over-crowded 
office, the Underword team cranked out a 
work of art. The place was alive with 
activity — coding, design, testing 
documentation writing, people bitching 
about problems, shouting ideas, cranking 


away. It was intense and unbelievable." 





Softwaren 1995, They stl run stud es 
today - t^e former ic ^v: the pres dient oii 
Vokizn. and t^e alter cresidant of Outrage. 

"Everycne at Locking Glass wes just SC 
amazingly talented,’ remembers Tim 
Stellmach, now desior gqrcus manage = 
Vicarious Visions, but oraraly one o 
Chaure s conous frends. “Even when fying 
completely by he seat of Gur pants, they 
were all jest & joy to. work with.” 


Blue skies 
This unusial mx was. however, a octent 
one. In Neurath, the studio had an 
experienced founder dedicated to creating 
new game expenences. Following the 
assgnaiicn o Specter, n Onoin t had a 
ayrrpatheac publeher. In Curse IT mace 
great programmer who emerged as a natura 
leader, and i Its other young graduates it 
hed a ccc of crarpower equal te tne 
chal e-ges ‘hey faced 

Beng ^ear MT was. zritzal fcr cettirg 
people sman enough to invert à genre," 
Brackley cons, "RHerremoer tnat the art of 
cames at that cont in 3D was really hs at of 
lec^noloay. We had an arist for every 1/5 tZ 
tree orogrammers." 

Olger than many recruits, Erie Brosius 
was otherwise a typicalv unjsdec Locking 
Glass cui - le prayed in a local cana 
TRIBE, that caught tne ear of staff, and after 

writing music for Tera \ova ne was nred as & 
scurg n" eventually Becoming sucks 
director, “Looking Gass was teeming with 
fres^-o.z-ot-MIT intellectuals, he recalls. 

"They wee extremely passonaie about 

games and debated tomes lke  srrulation 
vs emulaton' as t the harcur of the Kinga 
race depended upon It." 

This theory-of-qameplay curre (nat 
erre-ged at Loo«ng Glass s somewhat 
uniaus- When Sector *rst came to our 
attention wit" Deos Ex in toe-ate S25, re 
stood out for talking anout tnings Il«e the 
‘Qremmar 21 games. Even a: GDC 2007, a 
sasson entered late on sex ng aesiretc 
goals and sticking to them” that quoted 
Callas’ Axis Of Lucus versus Paloa turnec 

3u: to be from Lockine Gass veteran 
de cip Winen an aude^ce member 
piced up with some basmi erusile 
comments from the back, it was alhos! 
mentat Stellmacns Tel wearimate. 
eregrammer Mat: LeBlanc. 

Hardy made trem the same stuf as 
v dezgarrinc s inlamo.s--S«22s Out’ 
generation of a decace esrier, wih its 


AND THE REST 


CAR & DRIVER 

(1992, Electronic Arts) 

PC 

Boasting ten physically modelled cars 
to drive around various racetracks in 
true 3D, Car & Driver might be sean as 
an attempt to bring 3D freedom to 
racing games. Not a great success, 





acagcerme mindset Loceng Glass represents was gowcus, but it also afected 
a unicus hstoncal momen: when games production)" racals Stelmach. "For 
were sufficiently established ta attract the examole. there was 8 tremendous focus on 


JOHN MADDEN FOOTBALL ‘93 
(1993, Electronic Arts) 

Mega Drive 

A massive hit, tes version of Madden 
for EA was ironically one of Looking 
Glass Studies’ best-selling games. 


bnantest, wnile Sema Just brigpz eaougn gesign toos fram Cima Linger ie 
was Sill SUMiment to mase s cam onward, Wish Meant trie designers were 
"The iret üma | mat tne Ungenvong emoaooewueracd to-excerment with diferent 
ear, | walked in on them in the midde ota ideas as they wert through implementation, " 
cansam in. Old English!” remembers Take Looking Gass innovations in 
Spector, “The came industry i$ made us at sound, Hiherts largely a sensory 


mp 





really smart ceopla, but Looking Glass was aandshment, in Several Looking Glass 
vor the top. Every day was like a little gamas the ia IS-a important as t^e 
COMMAND & CONQUER Game Developers Conference They were a g'apnics. (Aie? was the irat game in Amien 
(1995, Electronic Arts) very special punch and thay were part of s v ou could esvesorop on goss ping auards 


Nintendo 64 cultune that valued didnpusht and intellectual and where you had to listen to your 
Looking Glass invented Command & 


Conquer on the NE4 and Westwood: 
later took it the PC. (Just kidding: that's 
one of things the developer didn't do.) 


rigat, Orngln was like Going to college; footsteps to jugge vyheher the guards 
Looking Glass was like grad school” sould "ear you! 
"vou have ta remember that Sack tren it ameg ike Thief and System Snock 2 


Was avery weird thing to Gein the gane were cesianed from ihe beginning with the 





business." notes Blackley. “Wey weren't really Thug that audio shaula be rnore than " 
sure twas a valid career So many things aar-sandy,” recalis Bras us, “Because the 
hat we were dolng vere totally new to us, descnaers really wanted audic tc nave 
FLIGHT UNLIMITED Il and to the word, that we naturally triéd to. cameplay s gn?cance, programmers spent 
(1997, Eidos) m D jngerstanz wry Wwhal we were doing was Valuable time aeveiopinag iodi so a 
PC 


sc inleresiing and now we could make it "err programmar like myself could 
Teenan Cain papig Bae ess peter Thats the scientific process, and its mplerrent sounds In tne game. it wasa 


pointed south to San Francisco's Bay 
Area, while new additions included air 
traffic control and weather systems. 


"hat. Wwe were al trained i. So we naturally ^Ove| dea al the brrie — and it has proved 
started thinking that way." Ia ce he right one, 

This burst of inrzeloent Gane 
Tools and technology develsprrert blazed an enviable tral, In just 


“Early on there was a lot ot trying multipie a few years, Looxing Geass produced the 








aporoaches, Imperovsing ang seeing what revolutionary Litima Ungerward, System 
happened." says Churce "That sort af Shock, Tera Nova, Fight United ana 
(1999 Eidos) f i 
j anvironmentis hard 12:come by, and The? as Wall as Supe lor $aquels, Dus a Tew 


i a few extra missions and behind- cerainly ris«y but nas a real up side conversions and inev-able slso-"ans. The 
iha-scenes footage, Thief Gold helped WHEN IL'Wworks: ” ony reasonacle oarale mig? be Bullfrog, 
Looking Glass reap benefits from the 

great press the original received. 





“The Underworld team was special. The Flight 
guys were incredible. It was like everyone at 
FUGHEUNDMITER M Looking Glass was on a mission from Goa” 


(1999, Electronic Arts) 

PC 

More planes, better air traffic control 
and weather, several new areas to fly 
over, and a DIY level editor A fourth 
part and departure for the series — 
Flight Combat — was never finished, 


Tha young stat warked In open-plan although desiar-wise Pater Molynaux’s 
‘as’ instead of cubicles Gr aimee: aading studio was mare a one-man snow. Spector 





lo canter and cross-tertilisation. Teams were pulso punches: “The Undecveodd team 
small, and gevelopment cheap. There was was realy special. Tre System Shack team 
Virtually na DuUreaLsracy, no specialsstion was equally special, The Clgnr quys were 
and, i's said, very litte ego. “Gnanging incredible. IF was like everyone at Loo«sirg 
DESTRUCTION DERBY 64 things was a core value." recalls Spector. (ass was on a mission rom God," 
(1999, THQ) “Teamwork was & cora value." 

Nintendo 64 Above al, Looking Glass vaued Glass half full 

A competent enough outing with innevation. When people propose: Sut it tne Looking Glass formula ss 


» : 
à 


four-way multiplayer racing, unchallenging or eornrnercially mstivatec successful, where is the studio now 


A ay 


projects. thay were al but shouted dawe, I if gamers trus ove innovation, it eot 3 





was the right atmosphere for forging ve beter reward tor its fur of genre-benders 
genres, "The efact onthe pracosal D'ocess than io be shut cown? Did the gamess net 


sei? Is ere a cram of truth in ine following 
jokey aside from Specter: ""ransy, | think 
ane of Looking Glass’ problerrs was that 
everyone there assumed everyone eise in 
the word was Ike tram - and, "an, were 
they wrong!” 

That's he prevailing v ew o! many I^ The 
videogame naust Looking Gass was too 
innovative, Beyond reviewers, geme 
developers a^d a select bread al FC 
aficionades, ts games were overloo«ed in 
favour of metas mecdiaccnty, 

Fortunataly, the fazis dori support 
tris view, Some titlés disappointed, 
particulary Terra Nove, but most Looxng 
Glass titles were conimnercaly successiu, 
incluging the showcases Littima Unoenword 
and Thief - the former saling half a milion 
copes acne 

It mught terad t2 accept inat 
cioneerng Lookine Glass coula die an 


and some nave revealed sincs that tne 
Studio's last Fours invowed hapoy toasts to 
its achievements. Arter al. t had 
successfully isunchaed not just several mew 
IPs, bul new genres as well 

‘Loowing Glass survivec as a studic for 
Ten years. and we got to dc a bunch of cool 
and challenging gares that were fur, if very 
hard, to develop," says Church, “In aamas. 
a large part of tne reward was just being 
Inveved With S0-plus-person teams that s 
harder out with five people, Lst beng able 
to do the creative work you beteye In and 
Sere aboul ful times pretty coo. 


Mission complete 

"Very few are ever rewarded for tre risks 
they take,” ects Blackley. "Generaly the 
s6C0nd or third peoo'e whe Iry a new thing 
reac the reward. and are frequent even 
credited wch the invention 


“Plenty are making tons of money exploiting 
ideas first conceived at Looking Glass. It’s 
almost like we were gaming’s Xerox PARC” 


ordinary sort ot ceath. out tnat appears to 
De whet ^acpa^ed. A coupe Of unlucky 
oreaxs, cashflow issues, canned projects 
tincluding Fight Combat, alsa known as 
Janes Attack Savecron, a Star Trek title 
called voyager and the Microsot-signec 
Deep Coven and the risng cost of 
development eventually overwhelmed the 
studio, 4 late sale to Thief publisher Eizos 
might have saved it. but the British company 
caught Troubles of its own-at ion Storm 
Soma ‘ans rave reves forgven t. 

“The 'bamnelen Stor’ ar ‘blame zidos' 
stuff is utler nonsense," says Spector (wno 
y innériled jor Storm Austin, having 
become s *Jtrme Looking Glass employees 
r 1996 vata remit to establish a 2ookine 
class Austin wing), “Looking Glass died a 
death ota thousand cuts. There was ^o 
conspiracy, nc bed guy. 

“There were some bad busnsss 
decisions. some cad development 
decisions. a itle too much emphasis on 
movatan end inleligenmze over corrrercial 
considerations and, ultimately, t^e ^atural 
dissoution.zf The Great Group, Magic 
moments ony ast, well; a moment,” 

Many Looking Gass staff were stcical, 


"Loosing Glass was no different- 
monetarily, But | thunk tre fans know the 
score; which s cretty coo. A lot of times, 
wren lm getting down aoaut wharever 
crazy scheme I'm trying te ges going, | 
look back at those days and ramember 
how much a crazy group of people can 
really accarmaisn,” 

One clear cifarence betwesr garnas 
and music and movies :s that tha 
achievements cf realy- all games ae 
"ap:dily superseded, at least technically. 
Whe Looking Glass veterans remember 
mer time fondly ard tne currant gereraton 
ot Sevecpers and aites Is alive tz ther 
contriputon, few new gamers wil ever 
pay the orgiras 

Imagine the exctement 1 à lost Beatles 
aburr was ciscoversd tomorrow. Progress 
in Games iS, If contrast, an-encless cycle cf 
PUTING our Dest slbums inta the nubbisn bin, 
Soil goes with Looking Glass’ classics. 

Shutch, “Ifyou mean ‘was the Studia 
rewarded for tying things out?’, wed, some 
peanie ped the cames and others 
SOMmpIained we put action in *heir RPG or 
stats In ther acon or whatever. If by reward 
you mean 'cash' or ‘influence’, obviously 


MIRROR CRACK'D 


Here's where a few of the 
many worthy Looking Glass 
alumni ended up... 


SEAMUS BLACKLEY 
has enjoyed several 
diverting careers, and is 
now al Hollywood talent 
agency CAA. "I wear a tie 
and make thousands of 
phone calls a day," he 
explains, cheerfully 


ERIC BROSIUS 

E audio director at 
irrational Studios in 
Boston. irrational was 
founded by several key 
Looking Glass velerans, 
including general manager 
Ken Levine, Ihe man wh 
first conceived of Thief 


DOUG CHURCH 

now works for Eidos US 
development division, 
where he's believed to be 
working on the next Tomb 
Haider, "Salt the fries!" he 
doubtless says, acoording 
to Looking Glass tradition. 


PAUL NEURATH 
founded Floodgate 
Entertainment in 2000. 

It was responsible for 

the Neverwinter Nights 
expansion pack Shadows 
Of Unorencite 


WARREN SPECTOR 
is stucio director at lon 
Storm, and was project 
dwector on ihe Looking 
(Gslass-inspired Deus Ex 
Many ex-Lic staff work for 
hin, "We're not Looking 
Glass," he says, "but | 
hope mn some small way 
we're carrying the torch.” 


TIM STELLMACH 
is the design group 
manager at Vicarious 
Visions and the project 
manager for the Xbox 
version of Doom 3 





nct. Warren's aroup dio Deus Ex, when was 
great, bur it sn’? like Looking Glass folks Aave 
Taser the ideas and drections laid sut thes 
and continued them in other aces.” 

Church believes that Locking Glass hes 
sifeacy oretty much vacated Gaming s radar: 
"Inthe US sepecially, eld PO games aren't 
much ooked at, And Looking Glass games 
were always a niche, even on the PC. He 
accents that inteesiing games ara arriving 
that push player cheice even futher trar 
Looking Glass (les, but he sees no 
connection: "It isn't that | think the style of 
game Locking Gass cared about cied, but 
rather dont think of thease games as 
Looking Glass-intiuenced." 


The legacy 

The question of lineage is a tnomy one i^ 
adeocames. nut it's puzzing why an diaust^y 
tral ^arpiy cites Doom as the father of the 
-FS of Poouinus 4s the stat of god gaming 
shaucn texters similar pareria Dlacci^c 
rohts tz Looiong less’ 27saxmrougn cites 

^| Thick, ndusin-wide, peone are finaly 
beginning to coms arouns to more of an 
Looking Glass-ish view of wral games ar all 
about,” ss how Spector outs it. "Lots of folks 
taik now about cutting players frat, about 
choice and consequence, acaut mrnersion 
and energence — al of that suf got starei 
at Locking Glass, 

"Plenty are making tons of money 
exploiting geas first conceived at Locking 
Glass. It's amost like Locking Glass was the 
Xerox PARC of the game industry" 

Besides this organic influence, Locxing 
Glass alumni pop ua evenwnere, Blackley's 
ambitious firstperson sctioner 'respasser 
gushed a Locking Glass-ish ecvyeloce a step 
too far, aut Wargh Spector's Deus Ex anc 
The Desso Shacows projects are sure y 
incuicating anew generalon of developers 
with Locking Glass sensiciites. Irrational 
Games. which was largely responsie for 
System Shook 2, has since released the 
fashior-defing Freecom Force. And Looking 
Glass wunder«nc Churzh s rumoured to be 
The man 5i^cina Lara Croft back from 1^6 
dead at Crystal Dynamics. 

“The ?sks who made Looxing Glass 
cames sceca have infiltrated severa studios, 
and broug a Looking Gass sensinility to 
places that mignt rever have developed t on 
helr cn," Spector concludes. “That can't 
help but change tha face of gaming, probarly 
on assas Looking Glass co.lcn have 
dreamed of. The legacy ves orn." 
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Transformers 
A deserved number ona nid in Austrasa hone o 
> er Meno z 56), ad wee 


enjoying the view from up here in the giga 





Powerdrome 
it's an institulien: eye aldrig 30-p marathons 
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Atsumare!! Made In Wario 
The definition of a perfect party game? One Whare 


vou can have a bal even when you're too posed 


to notice that you've got a controller in your hana 
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The world's most respected videogame reviews 


Man vs bug 
Why videogames shouldnt have fleas 


ave you ever been infested? There is nothing more 
H effective at reminding human beings of our 
fundamental impotence than a horde of insects. Oblivious 
to your hatred and revulsion, their tiny size and vast 
numbers allow them to carry on unscathed as they lunch 
on your wardrobe, breed in your pomdge oats and slurp 
on your sleeping blood. You can't punch them, no matter 
how cross you are — can't evan see them in some cases - 
so your only hope of annihilation lies in a vast programme 
of furnigation, cremation and destruction which seems 
totally disproportion in the face of a creature an 80/1000th 
of your body weight. 

It's all about scale. Arachnophobia wasn't scary 
because Jeff Daniels made that terrified face over and 
Over, it was scary because the spiders were tiny, Tiny, 
unstoppable and unavoidable. What's surprising is that the 
opposite is true in videogames. Mostly, enemies in games 
are tiny comparative to the characters you play. Not 
necessarily visually, since they'll often stand shoulder to 
shoulder with you, but in terms of the threat they pose. 
There are obvious examples, such as the swarms that 
confront you in Serious Sam (below), but even threats as 
haunting as the redeads in Ocarina Of Time soon become 
something you dismiss as you run bréezily past. In games, 
the more of something there is, the weaker they generally 
are. And in videogames, unlike in infested bedrooms, 
many and weak doesn't cause you sleepless nights. 

it's this trend that Full Spectrum Warrior bucks so 
dramatically, Everything that faces you here is strictly 1:1. 
Each target you face is as potent and mobile as your men. 
There's no cannon fodder, no enemies who artificially 
weaken as your health bar grows like Pinocchio s nose 
and your guns double in size. Throughout the game, one 
man with one weapon can leave you as impotent and 
defenceless as a hornet's nest would in real life. The same 
is true, even more radically, of distance. In games, we're 
used to jogging hundreds of yards without a thought. 
Space and movement are freely expendable. In Full 
Spectrum Warrior, those five feet between parked cars 
matter, because they're the five feet the corpse of your 
rifleman will fill when a lucky bullet spirals through 
his face and out his shoulder. It's all about scale. 





Full Spectrum Warrior 
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Both your own and enemy cover degrades 7; 
under fire. Crates and abandoned sofas won't 72 
buy you more than a few seconds of safety 


hisis.a game which ought *o answer 
sway of the most pressing questions 


cios camng today: how valuable is the 
ntearstionr of ‘realism moa necessarily 
artificial world. ana wrat "acpens wen That 
realism causes v mM Tasto trespass onto 
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army training tool, carmes as many ‘really real 
badges as the most discialinec figa 
simulator, arc gives gamers tna chance 


"c corner infidels in back slleys at a time 








lieys, and subduing balcony snipers 
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The realtime fog of war effect greys out areas not under surveillance by your men. A useful toal, 
its Importance is reduced from the army version, which allows you tà set individual fire sectors 


r 1 
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wher allegations of aliec brutality are 
becomng a matter of yvenfied record “ater 
than tabloid Pystens, 

t's worth Being clear then: tris |sn': 8 
"usty 'ecture series fuaged on toan Xbox 
disz. From the beginning, the US army 
demanded a proper videogame, something 
heir soldiers would voluriany take nac<ts 
their barracks after hours. sut its not & 
gung-ho bulet-quzzie", ESW gives you 
camrnand of two "ain dismeunted 
nfaniry squads. These arer t dunia cawns, 
Sut trained soldiers, so your responsible 
only extend te moving them Into paston 
and setting i^eir fire sectors. Tne soiciers 
wil adopt tne corect fermations 
rance with their anwronment, ana 
they llaccquire sna destroy targets ar 
thelr own once ordered ta. 

This isn't as cry and dsemboded as il 


sounds. Altrec aucdn vou ara invefest t^e 


samera. oogi^a aleng with vour sque 
eee - 

mmm am m I. ; ? re i 

rtensey nvolving. You'll be spiatterec with 


ther blood when they are sot, snc roc«ad 
anc deafe ins when you cal Ina mortar strike 
closer to your position than vou srouid, Tha 
realstic nature of the scenarios means you'll 
spend a c: c your time running away, but 
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The orange cursor system flows around the 
geography of the level, letting you preview the 
positions your men will take up when ordered 
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Stealing fram under the city watchmen's 
nases is entertaining, but avoiding them 
can become a chore later in the plotline 
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Thieves tools. and supplies must now be 
purchased with your ill-gotten gains. The 
overly generous pricing means you'll seldom 
have ta ration your spending, however 


A memorable first for Thief is this fleeting dawn mission in the City's abandoned 


inoagoned, overarown 





outskirts. The game's traditional midnight darkness feels even more 


ocating on your return 
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Pikmin 2 


Olimar is accompanied by his weedier, taller 
brother Louie (Olimar's Japanese name is an 
anagram of Mario, inevitably), and controlling 
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Blue Pikmin are impervious to water, making 
them ideal for this kind of bridge-building work. 
They're not exactly fireproof, however, unlike the 
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Samurai Warriors 
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Although released in the west after Disgaea, 
La Pucelle is in fact the previous Mippon Ichi 
game. Disgaea fans will have to wait for this 
winter's Phantom Brave for a real sequel 
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Checkpoints are particularly bothersome. with 
some levels respawning your character near 
multiple enemies = a pain if you ve aiso run 
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The objectives are unclear and often convoluted, 
a factor not helped by having the goalposts 
changed mid-mission, Forces friendly to your 
Cause work independently and you are advised 
not tà hit them, as indicated by large red icons 
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TS attraciyen presented, and progression is 
amoath -t9 the exient rat ever fig Helsing's grappiing gun is the game's 
ov ha dina dawn the fire. batten acd occ standout mechanic - it can rope in 





Wayward enemies or, fired into a distant 
wall, zip Helsing along the ground, Sadly, 
Bionic Commando-style vertical swings 
are only available in prescribed areas 
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As with Cannon Fodder's smooth scrolling, the busy animation of its tiny protago 





sts — from firing to expiring in messy 





explosions of pixel gore — is not something that a screenshot could ever to convey. It was a genuinely slick 16bit game 





Buildings - saith ub the hot plotüred shove - were s device chosen 
in homage to Atari's Gauntlet, as Hare relates. These were soldier- 
generating portals, and a source of extra points for compietists 


i "WUE 
d$ 
While Cannon Fodder's Boot Hill was Sensible's wry, but nonetheless 


directed, poke at the futility of war, its in-game treatment of combat 
was rather more black-hearted. Juggling soldiers with bullets, anyone? 
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an idea we had for a Gauntlet-style 


game, but in a military setting, which 


is why we ended up with holes in the 
ground where men ran out = like the 


Mega-lo-Mania in shorts 
Like other Sensible games of the 
time, Cannon Fodder had a unique 
kit — and we'd established a look, so 
‘Sensible look’ game on the Amiga 
and ST," explains Hare. “I think the 
military-action route was an obvious 
one. You take a bit of what Sensible 
stuff looked like, take Gauntlet, take 
explosive hardware, and that gives 
you an idea of where we started." 
Superis a mouse-driven 





more akin to a puzzle game in many 


kil ali enemies dans Ee 
iidings, or both - play evolved in a 
manner unusual forts era. SA Re 
the confines of an individual stage, 
‘solve’ any given confrontation 
required a more evolved response 
than a simple quick trigger finger. 
Through tight level design, Sensible 
provided the means that players 
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often his or her own prerogative. 
puzzle game leanings to Hare, and 
found him entirely receptive to the 
theory. "I think a lot of military 





games, or shooting games, miss out 


on this stuff," he opines. "It's really 
quite easy to do. | like the way that in 


Cannon Fodder you didn't always go 


forwards. Sometimes you'd go 
backwards. You'd find a building and 
not know how to deal with it, and. 
then travel the map and find a 


helicopter, then retum and blow it 


up. The levels were very tight. it's the 
tightest level design we ever did." 

be brutally difficult in places. Not 
guiding the player by the hand by 
apparent conclusion, its emphasis 
on experimentation could lead to 


some frustrating instances of 





jet otro ofa srol, an n example 0 of a 


trial and error. This is a flaw that Hare 
readily acknowledges. "I think the 
difficulty curve became a little bit too 
steep too early," he says. “I think 
there were a couple of levels, about 
16 or 17 in, that people got stuck on. 
| think, perhaps, that we could have 
done more to help the non-hardcore 
players into the later stages." 


ability, had a reward system worthy 
of a Nintendo own-brand game. Its 
scenarios were introduced in a 


the next satisfying pay-off beckoned. 
Vehicles, a device in vogue with 
modem shooters, were a principle 
Cannon Fodder innovation. With the 


really done that before." 


assorted levels but, from an early 
point, opted to favour players with a 





The initial batch of Cannon Fodder recruits 
were named after Sensible staffers. Player 
went to great lengths to keep thum alive 


introduction of helicopter gunships 


and tanks, it delivered. "| really like 
the way we blended people walking 
with people getting into vehicles," 
says Hare. "| don't think anyone had 
Speaking to Hare, we get the 


Cannon Fodder was something of a 
stroll, an example of a codeshop 


problematic. Sensible Software 
might easily have opted for a single 
commando strolling through its 





group of soldiers that could be 
ated into individual squads. 
edges this device as 








the biggest single technical hurdle 


the sharing of who took the shots, 
ensuring that getting in and out of 

a lot of work" 

Cannon Fodder, besides its salient 
qualities as a piece of game design, 
was that it had a distinct feel, a 
sense of humour that veered 
between dry and wet with arterial, 








schoolboy-pleasing gore. This was a 
surviving soldiers waving or leaping 

joy, and yet it took the time to 
died during the mission. 

In no place was the Sensible 
Fodder's opening sequence, a 
slideshow of images (taken from a 
later appeared on the CD32 release) 
Been So Much Fun’ theme tune, 
produced by Hare and respected 
together, then took those ideas to 
Richard,” recalls Hare. “He added 
little bits of production work, and the 
hom fick. | think it's the first decent 
track to appear with vocals on a 
games machine. It was the kind of 
thing we did then: we liked to 
were dealing with." 


One strange aspect of Cannon 
Fodder was that, while it evidently 
sought to titillate players with 
byte-sized agony — bursts of blood, 


by gunfire — its treatment of friendly 
fatalities was unusual. ‘Sensitive’ is 
leaps most readily to mind. In 
acknowledging dead soldiers at the 
end of each mission, by making the 
menu screen a graveyard that grew 
each sprite with its own name, 
Sensible imbued the soldiers with 

"| liked the character 
development — the fact that when 
they died, they'd appear on the hill," 
agrees Hare. "| think you identified 
with soldiers you cared about in the 





The Boot Hill, Cannon Fodder's 
menu screen and graveyard, was 
funny, but it had a point to it. Anyone 


playing must have twigged about 
what we were saying when the 





and the graves appeared: Vois 
having fun, which is one emotion, 
but at some point you're going to 
think: Shit, that would have been me 
out in a real battle. | think we got the 
message across in a gentle way." 
Perhaps as an extension of this 
idea, or as an artful example of 
media manipulation — depending on 
your individual take on the — 





use an individual poppy as the cover 
image for their shoot 'em up. The 
Royal British Legion and the Daily 
Star, mindful of Cannon Fodder's 


November launch date, took great 


poppy is a sacred reminder of the 
men and women who gave their lives 
Daily Star editorial on October 26, 
1993. ‘Computer games designers 
compete to glorify war and 
viciousness. How dare they use the 
poppy to tum truth on its head. How 


sickening it is to see it being abused 


to sell a savage computer game. The 


war is no joke". That's just publicity 


don't buy this shameful game." 


“| don't remember exactly, but 


poppy would be a good idea,” 


explains. Hare. “People dying in war 


Wen ecu terre. But it's 


ve the Brtish fen who took 
‘they saw it. But we weren't intending 


to do that. They thought we were 


of the poppy. | think it was an early 


alarm bell regarding legality and 


they were quiet. That didn't do much 


for my feelings on their morality, and 
I've never bought a poppy since. I've 





Cannon Fodder, as its very first 
screen was quick to assure players 
and agents of moral outrage alike, 
was not officially supported or 
endorsed by the Royal British 
Legion. The irony, of course, is that 
this brief flashpoint served only to 
raise awareness of Cannon Fodder. 
which topped the Amiga charts, was 
ported to a variety of consoles and 
was followed by a successful 
sequel. One achievement that 
eluded it, however, was a high 
“From a game design point of 
view, I'm very, very happy with 
Cannon Fodder," says Hare. "I think 
‘it's a tight, clever, easily accessible 
regret, it's that it didn't do well in the 
States. it was the one game we did. 
that could have got us a lot of 
respect over there. Sensible Soccer 
our quirkier stuff wasn't going to 
it should have done well in 
the States, and | still can't | 
understand why it didn't” — [ 





the making of... 





Biowing up a building could be something of a lottery: there was 
always a danger that your soldiers could be hit (and killed) by 
falling debris. Such events were little short of monstrously cruel 





Setting off an explosion and beholding a subsequent chain 
reaction was always a primary Cannon Fodder pleasure - and the 
more enemy soldiers you could take out in the process, the better 








While Cannon Fodder allowed players to save their game, this message was a dreaded event for all. Ín this instance, Stoo, 
Ubik, CJ and Chris fell afoul of a cunningly hidden box of grenades in the lower right-hand comer of the screen. Curses 
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Examining gaming history from Edge's perspective, five years ago this month 
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Letters. Edge. 30 Monmouth Street. Bath BA1 2BW 


Or email (stating ‘Inbox’ in the message header): 


fal 
! r! X > eaten 
| edge&futurenet.co.uk 


A discourse prompted =, Acs E-735; 
Resident Evi! cover Understandably, = magaz ne 
came wrabpec in plastic to prevent tha image from 
calcting tne ar wary eye wolle scanning the 
magazre rack. | naan its pretty horrific. but mat's 
«iri of what you expect - (t's a horror game, it's 
not offer thaugn that you neer people criticise this 
kind of valence in the same way as they mort 
with ire GTAs of ine world. Admite when 
viene stll had the cazacity to S^6C& nr new 
ways, films ike Tre Texas C^ainsa« Massacre 
would create a stir, cut “ow you rarely see anythioc 
new. ts Tore a matter of extenes 
Its an age-clo argument, which started 
nvslung computer games às soon as Pac-Man 
grew legs ara started zo spon s gun. |r the same 
way many parents decide to not buy ther «ids 
guns as toys, | remember garias Ike Conimands 
on ine O54 being Irowred Joan for introducing war 
to children as something that is "un. || was cuita 
young at ine tims and found such views amest 
ndiculousi. These things are far fom bang visually 
violent. sa its often not the actual cantent c 
cames tat ofenda. but what is rrpied. It dzesc- 
Gamonse it, Certainly not when i's our eroleoonie- 
get c ns throat torn into by said tree-lehing 
device. If scing. 1 maxes It literally as Porrfic as 
cossible — the idea s to scare pecple, after ali. | 
think other games coulc learn something trom this: 
volance can oe Sepiotéd as something far more 
real, ^ol by rendering hi-res gore but by making a 
valent encounter something scary, as t should be, 
nat a throwaway Moment that causes peopie to 
lauch at now "ar the dismemosreed linn flies across 
*re rasan. Trai, | tik, i5 e real crime. 
l-scunds like camas sucr as Shellshock uam 

£7 (E134) may be taking things along ths route 
and | think t is.ceain!y a Good thing that sore wil 
try tz make à more visceral exoerlence. The game 
wil arnesi certarly receive complaints tor being 
toc vielen but war is of that nature, & good 
Jocumentary on t^e same subject doesn't cet 
sates for depicting atrocities, infact tis often 
commenzable when issues like these are tackled. 


Wea still class this as entertainmar: (although | use 
the term loosely) even throug t doesnt make Ls 
lauan ar get us excited, 

Sc oerhaos there is room for garres to be 
nordic anc volent:and yet receive wider 
accectanoe In society. Nat through desensisalicn, 
cut oy c'ea"ing expenences which car educate 
anra ilustrate ^ow pad this sh really is. Admittedly, 
this &n'* gaing to be everyones cup cf tea. It is 
after à. morens fur tc take out a few 
unsuspecting enemies at a distance vt^ same 
^ell«cacea neag shots; entertainment these days 
is expected *o come hard and fast | think ts a 
question of Ea ance, and atthe moment viaenze in 
games rarely Moves beyond a bzare formula for 
tithlator, NC wonder people complan about mat. 
James Bell 


We ve rng eontended that.ona- ot the mus; 


aisturomgm *acets 2* videsgame Mtenga i& not ^ow 


graphFical,y +4 portrayed, but sow fantasised sd 
co^sé2o6fco-roe is effects are. As gamas 


Decore mire srap as 'anult crodlucis, it 


De:xynas ege or mesa ssjes 10 be cepten 


| hope | never pave to resa another word 
written By *aberlinck ever agamn, | can bare y 
oeliave you entertained such nonsense oy printiro 
Tin vaur pages. His ideas, as expressed in E136, 
are so |l-cenceives and poorly thought out | hardly 
«now where t2 Segin, 

| wil concede that there crobab'y s a sckenng 
amount! of aping going on In the games press. with 
too few peooe rating a game for now if pays, as 
opposed to what scoa the writer things nis 
readers mink (t should gez. However, this is not 
News, Ive been told ts often encugh betcre row. 
Thats why | read Edge - | see t as ore of tne ast 
bastions of honesty, What got me going was 
-aosrircks idea of 2 good revew, ana wnathar o 
rot games should gel a generaly bac review If they 
snow a spark of innovation, 

l' sure thal there are many Edge readers, and 
rceed readers ol other vdeocama magazines, 


Woo spend mors timè and mo^ey or games man 
anybody they «now but can't afors to suy acd 
play them all. As mucn as the thought tugs o^ my 
heart strings,.| cart afford to get MOH? Aising Sun 
just because of same hame-sickness-relatec 
correspondence, Flm buying a 'irstoe'son shooter 
it's because | want to Slay a Good firstperson 
shooter, snd ss suc^ Rising Sun wont ae: s penny 
ora mute roam me 

Time ct. | just reaised mat Faberinck 
$.,62Ges:ec thal is medocre stonyzeling Mea was 
mcvative, aad tha: the rest of the game's sub-par 
Quality can the=fors ne excused. Good ane 

Now, F may, la ike to consder Faceincks 
idea of what a ‘good’ rev ew Is. Aoparentiy i's 
[stig ‘the facts’, He has lost me sightly here, as 
ha hiasn t told. zs exactly when ‘tacts’ ne would like 
listed, One icterprezanion ol this would be along the 
lies of: “Hate isa game, vewed In 7e fistoeson, 
where you run around corridors, shoorng almos: 
every [sing tring you see. There are guns of lots C* 
diferer: sizes. Small guns do é smal amour: c 
damage. Bigge gars do more. Nol exactly an 
entertaining read. is <7 t woda also ead to so 
Mery sews beng Ihe same. There is. ancthe- 
mierprecation of ‘the facts out | sar *o suggest T, 
ies the Faomeistér throws & tantrum. The Al i^ 
Breed is rot very good, and the aliens sean 
retarded.’ Fact, or opinion? | 8 argue the tarner, 
but | coule. reascnacly see alther conc usion drawer 

| get the "eelng Faberinck knows that his 
arg.ment s flawed, The playground posturing at 
me start cf his letter, about how long he's olayed 
games. and “ow org nes beer 2 vdeccame 
journalist, does not add weg^t to his argument. 
however mucn ne thin«s it does. IF anything it 
shows that Fe needs to gst out more. 
Andrew Merson 


I've been reading you article on 
Microsofts XNA (E136) with great interest. 
Somehow. It reminded rre of a system they same 
up with same irre ago: MSX, 

For the younger readers arrorgst you, MSX 


It is, after all, immense fun to take out a few unsuspecting 
enemies at a distance with some well-placed head shots; 
entertainment these days is expected to come hard and fast 


Will the new Bard's Tale, due later this yoar 
on PlayStation2, cause the console RPG to be 
rethought? Jonathan McCalmont hopes it will 
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| My heart sinks when | boot up a new PS2 game only to fina 
| | can't disable analogue control. | just pray that the developer 
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